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FROM DELPHINE WITH LOVE 



FULL PRICE GAME 
AND PLAYABLE 
DEMO! T T T 



NO DISK? 
THIS COULD BE FOR ONE 
OF THREE REASONS: 

l 

You're foreign. 
(Unfortunately we can't offer 

disks to overseas readers. 
Luckily you do save 100 pee!) 

2 

It's being looked 
after by the newsagent. 

Some nasty tealeaf's nicked it. 
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SONY DISCMAN, SATELLITE DISH, UNDERWATER 
CAMERA AND OVER £2000 OF FOOTBALL GOODIES! 

0- ® & 

EXCLUSIVE GAMES INSIDE! 

XIPHOS, LHX ATTACK 
CHOPPER, WORLD CUP 
SOCCER '90, BSS JANE 
SEYMOUR, TANK, 
MIGHT AND MAGIC II 
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Atomix T h al i oi /Grand slam 
Battleship* Encore 
BSS Jane Seymour Gremlin 
Damocles Nov age n 
Demon's Tomb Melbourne 
House/Virgin 
Drakkhen Infogromei 
E -Motion US Gold 
Escape From The Planet Of 
The Robot Monsters DomanV 
Fred UbiSoft 
Garrison II Highlights 
Hunter Killer 16 Blitz 
Italia '90 Codomaslers 

Klax Dam or k 

LHX Attack Chopper Electronic 
Arts 

Life Force Nintendo 
38 Might And Mogk II New World 
Computing /US Gold 
Ninja Spirit Aciivision 
Operation Thunderbolt Ocean 
Rainbow Islands Ocean 
Rings Of Medusa Starbyte 
Sherman M4 Loriciels/US Gold 
Soldier 2000 Arrronic 
Tank Spectrum HoloByte/ 
Mirroaort 
87 Tatsujin Sego 
76 Toobin Terigen/Domark 
36 World Cup Soccer '90 Virgin 

PREVIEWS 

16 Astro Marine Corps Dinamic 

1 8 BotHemaster PSS/Mirrorioft 

16 Colorado Silmoril/Poloce 

14 Escape From Hell Electronic Arts 

12 F-19 Stealth Fighter M.croprose 

81 Fire And Forget II Sega 

18 Flight Of The Intruder Spectrum 
HoloByle/Mirro'SoFt 

82 Gauntlet Sega 

16 Ghosts 'N' Goblins Elite 
1 4 Gunboat Accolade 
10 Impossamole Gremlin 
18 Killing Cloud ImogewonW 

Mirror soft 
16 Last Ninja II System 3 
1 4 Liverpool FC Ocean 
26 Operation Stealth Delphtne/ 

Palace 

81 RC Grand Prix Sega 
1 4 RonVe's Drift Impressions 

81 Slap Shoot Sego 

82 The Impossible Mission Sega 
18 TV Sports Baseball 

Cinemawore/Mi rrov soft 
16 Ultima VI Mmdscope 
60 Xiphos Electronic Zoo 
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PREPARE FOR 
BATTLE WITH THE 

Evil REPTILON! 

USE yOUR 

BOMBS! _ / 
aJ 



Well we weren't 
planning on using 
a tea strainer - 
page 54 



8 Ol! 

ZERO bloodhounds on the Iroi 
month's hot news... 
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10 PREVIEWS 

Impossamole, F-19 Stealth Fighter, 
Flight Of The Intruder, Escape From 
Hell, Ultima VI, Colorado and many 
more that'll be tickling your joystick soon. 

21 LETTERS 

Mote write on comment straight from the 
ZERO mailbag. 

22 EXCLUSIVE GAME AND 
DEMO! 

ZERO ond Gremlin go laser mad with 
Deflektor ond swot 
happy with Venus... 

26 UNDER 
WRAPS 

Is that on F-19 in your 
pocket or are you just 
pleased to see me? 
Tim Ponting forgets 
where he parked his 
S'eailh Fighter in 
Delphine's forth- 
coming release. 
Operation Stealth. 




64 CRYSTAL TIPS* 

"ond Alistair. Bandits at 8 
o'clock! The full low down on 
F-29 Retaliator plus complete 
Black Tiger map ond the 
usual indispensable cheats 
and pokes. 

■ 72 COMPETITION 

Over £3000 worth of prizes 
up for grabs courtesy of 
Virgin! Bobby Charlton fool- 
boll holidays, team strips, 
leather Footballs, games... 

76 DEJA VU 

Seen it, played it. finished it: - 
not on ihis format you ain't,.. 



79 CONSOLE ACTION 

Beauties to slot in yer console include Life 
Force, Tatsujin, Assault City and news 
of Ocean goodies yet to come. 

88 THE PRICE IS RIGHT 

Lonely? Depressed? Skint? Leslie 
Crowther might just have a budget gome 
up his sleeve... 

93 COMPO ROUND UP 

Stop badgering the postie (ahem) ond 
check out the latest compo winners. 

94 SUBSCRIPTIONS 

You mean you hoven't got one? Sign now 
on ihe dotted line and you'll be the proud 
owner of a free T- 
shirt or smash 
Ocean game! 

96 CHIP 
SHOP BOYS 

Norman 
'Housemartin' 
Cook on his love 
affair with an ST and 
more MIDI matters. 



31 REVIEWS 

LHX Attack Chopper, Damocles, 
World Cup Soccer '90, Rainbow 
Islands, BSS Jane Seymour, Tank and 

billions more*. 

58 COMPETITION 

Win o swimmingly spiffing Minolta 
underwater camera and o Sony 
portable CD player courtesy o( Activlsiont 

60 UNDER WRAPS 

Hey kids we're on a weird space ship to 
oblivion and we've gone and thrown 
away the navigation computer! Paul Lakin 
hits warp foctor 7 as he unzips Electronic 
Zoo'i Xiphos... 

'mrm, 31 mora actually 



101 MAIL 
' — ORDER 

Cooar! Skimpy cossles ahoy! Page 58 £ERO designer 
gear refreshes ports other magazines 



cannot reach, 
it's too late! 



Order some now before 



102 COMPETITION 

Win a dishy BSB satellite system from 
the generous geezers ot Electronic Zoo' 

104 ADVENTURES 

The man with the beard role-ploys his 
wicked way through Drakkhen, Rings 
Of Medusa and Demon's Tomb... 

109 YIKES! 

In the Yikes Zone, joysticks are not 
always what they seem... 
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INFESTATION 

ALREADY NOMINATED FOR A 
NUMBER OF PRESTIGIOUS 
AWARDS 

• 7 completely unique levels 

• Over 300 different locations 

• 3 man years In development 

• Over 200 3D objects 

• 100K of atmospheric music 
and sound effects 

• Save game feature 

• Continuous play - no pauses 
tor disk loading and 
swapping 

• S head-up displays for 
navigation, status, inventory, 
life support, avionics, 
atmospheric analysis, scratch 
pad and sights 

• Hundreds of traps and 
enemies, puzzles and 
problems to solve within the 
game 

AVAILABLE NOW - AMIGA/ ATARI ST 



SHADOW OF THE BEAST 

'ENTERTAINMENT GAME OF THE 
YEAR 19B9' 

• A whole new dimension in 
computer games 

• 50 frames per second, 
arcade quality scroll 

• 350 screens - 132 unique 
monsters 

• 13 levels of parallax scrolling 

• 900K ot emotive music 

• 2Mb ol graphics compressed 
into two disks 

A TRULY MASSIVE GAME FOR THE 

AMIGA 500, 1000 & 2000 

CURRENTLY BEING WRITTEN FOR 
THE ATARI ST 




STRYX 

A GAME PLAYERS GAME 

"There's more to Stryx than 
meets the eye. What meets the 
eye In fact are lots of small 
multi-coloured sprites, huge 
rambling levels and an 
incessant, continuous, endless, 
perpetual outpouring of aliens, 
robots, security guns, assassins 
and cyborgs. And they all want 
to blow you off the planet. 
The graphics are great . . 
mosfof the games characters 
wilt only fill up 3cc's but they 
compensate by being 
exquisitely animated and 
brilliant to watch. 
Eye-catchingly colourful, bed- 
wettingly exciting, horse 
ridlngly difficult - Stryx y. 



Is all these and 
addictive to boot." 



ZERO MAGAZINE - 
87% 



Psygnosis 

South Harrington Building 
Sefton Street, Liverpool L3 4BQ 
United Kingdom 
Tel: 051-709 5755 
Fax 051-709 6466 



ACCESS 



VISA 



INFESTATION AMIGA £24.95 

INFESTATION ATARI £24.95 

STRYX AMIGA £ 1995 

STRYX ATARI ST W- 95 

SHADOW OF THE BEAST AMIGA £34 95 

GAMES PEOPLE PLAY 
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CHRONOQUEST II 

The adventure continues 

13 different stages - ensuring maximum gameplay and varying levels of difficulty 
User Friendly Icon Control - making it suitable for all ages. 

Interaction and dialogue with characters through synthesised speech - adds to the realism 
and excitement of the game. 
Brilliant graphics and scenery. 

Superb plots and strategy make it a totally absorbing game. 
3/6 Disks Atari ST. 3 Disks Amiga. 7 Disks PC - with save game facility. 
Massive graphical gameworld to explore in your time machine - 13 levels over multiple 
epochs. r 

A frantic race through time and the ages in the fantastic Time Machine Explore. 

Yet again, catapulted into the world of the unknown, you are going to have to use every last 
bit of intelligence to survive the trials that await you. 

Confront characters and situations from both History and Myth. From the Ancient Greece of 
Legend, through time, to the France of swashbuckling Musketeers. Can you live up to the 
cunning and strength of Ulysses, or the daring do and charm of D'Artagnan? 
There's more than your life at stake as you cross the paths of some of History's most seductive 
(and deadly) damsels, fearsome beasts, temperamental Gods and haughty heroes. 

It will probably keep you pulling your hair out for months until you put the enormous temporal 
puzzle together. w 

Screen Shots from the Amiga version AMIGA/ATARI ST E29.99 PC E39.99 
PSYGNOSIS - GAMES PEOPLE PLAY 
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Psygnosls 

South Harrington Building 
Sefton Street, Liverpool L3 48Q 
United Kingdom 
Tel; 051-709 5755 
Fax:051-709 6466 
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^ ^ OH JOY! 



CD SIDE 




The latest addition to the 
army of joysticks currently 
available is from Porteus 
Developments and looks like... 
well, it looks like nothing that 
has gone before. 

The Warp 1 is a totally 
electronic circular device with 
no moving parts and is 
operated by a series of touch 
sensitive pads. It is compatible 
with Nintendo, Sega, C64, SAM 
Coupe, Amiga and ST and 
retails at £17.99. Porteus 
claims that the stick- that- isn't-a- 
srick is the fastest model in the 
world and is capable of around 
1 500 shots per minute. 




All the major games labels were 
recently invited to take a peek at 
the still hush-hush CD Amiga - 
and a launch by Christmas now looks 
highly likely. 

Even though it's more than pleased 
with the success of its current Batman 
pack, ZERO can reveal that Commodore 
is a wee bit worried about the looming 
arrival of the 16-bit Sega Mega Drive 
console, the NEC PC Engine and Atari's 
inevitable push behind the sexy new ST 
- the STE. 

Despite all the arguments, the Amiga 
has long been regarded as the 'state of 
the art' games machine and Commo- 
dore wants to keep things that way. 



The new keyboardless version 
apparently looks similar to a CD hi-fi 
(basically because it loads CDs) and 
boasts two joystick ports, a disk drive 
and 1Mb of RAM. The aim is to make it 
totally compatible with the Amiga 500 so 
that it can still run old games if a disk 
drive is hooked up. 

Keeping the price down is proving 
tricky at the moment, but it's hoped that 
it could be as low as £499. CD games 
will cost £25-30. 

Commodore tried to be a bit trendy at 
the secret launch by noting that you 
could listen to CDs of very old hippy 
songs like Born To Run whilst playing 
Turbo OutRun at the same time. 



ATARI SHOW OFF 




Like we said a few months ago, if you're thinking of buying an 
ST at the moment it might be worth hanging on for a while. 
The 'Powerpack' bundle, brimming with games, is still going 
at £399 but very soon a new box called the 'Discovery' 

pack will be available for 
;hy just £299. 
PACK ^ Obviously for £100 less 
you don't get as much but 
it's a lot more affordable 
and contains the brilliant 
STOS games creator, a 
couple of useful things like 
BASIC and four as yet un- 
named games. 

This will be the pack 
promoted all through the 
year and work has already 
started on a new TV ad, 





otails of the next Atari users' 
show have arrived at long last. 
Boasting the inspired title of 
Atari '90, it will run from June lst-3rd at 
the Novotel, Hammersmith and the 
admission price has been reduced to 
just £2 each - or £4 for a family ticket. 

The last Atari show which took place 
last June wasn't organised by Atari and 
tickets cost a whacking great fiver. Now, 
after a lot of head scratching, Atari is 
doing everything by itself. 

The show will be split into an 
upstairs section for enthusiasts and 
professionals and a downstairs games 
arcade. There should be around 80 
exhibitors and everything Atari 
produces will be on view - from its Lynx 
handheld to the Portfolio to STs to TTs 
to PCs to the ATW transputer and 
possibly the odd kitchen sink thrown in 
for good measure. 
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news 



LICENSED TO 
DEVELOP GAMES 



ON THE 
GRAPEVINE 

With ihe European Computer Trade 
Show taking place this month, lots 
of software companies ore lining 
up products For release ot this big industry 
'bash'. All in all, 200 titles will be launched 
claim the promoters (that's 92 on the Amiga, 
86 on the ST and 73 on the PC, statistics lans) 
so slay tuned for a deluge ol news in the next 
ish of ZERO! 

• Fans of French comic art for should we say 
'Bande Dessine') may be pleased to hear that 
the ultra-violent android Ranx Xerox has 
been licensed to Gallic software publishers 
UbiSoft. Another BD character, Asterix, is soon 
to appear in a second game licensed to The 
Edge, who will also be taking on UK 
distribution of the first Coklel Vision Asterix 
game. Oh, and talking of The Edge and 
comics, they are also about to produce The 
Punisher - Circle Of Blood, to be 
fallowed by on X-Men game. British comic 
character Rogue Trooper is also set to be 
computerised (for the second time - but the first 
game was crap| by Krisalis who promise to do 
full justice to this shy retiring peace-loving 
2000AD character. (Surely there's some 
mistake? Ed.} 

• Grapevine has received a further tempting 
snippet on the forthcoming Electrocoln 

software label (first mentioned in ish I). 
Electrocoin are the principal importers and 
manufacturers of arcade gomes from 
companies like Toilo, Capcom, DatoEast, Bally, 
SNK. Irem and Universal. They even help us 
with our Dosh Eaters section Well, they are fit 
for expansion and ore aiming at the home 
computing market Firstly they'll be releasing 
conversions but original and licensed products 
are in the pipeline. 

• Rotox is a new title from US Gold 
described os 'the thinking man's shoot 'em up' 
You ploy o droid, an all new war droid, out to 
prove yourself fit for production. Pass the lest 
or you'll get trashed in this ten level newie 
scheduled (or June releose. The Brummie 
publishers also have a multi plane flight sim 
lined up on the Epyx lobe) called Snow 
Strike lined up for a July release. 

• Mirrorsoft hove signed up the rights for the 
blockbusting novel Red Phoenix by lorry 
Bond and Tom Clancy of Red Storm 
Rising fame. The scenario lakes the form of 
a second Korean Wor and is described os 
having depth of plot, authenticity and 
'frightening realism'. Oo-er. 

• Spectrum HoloByte, the team who brought 
the world Falcon, hove o whole host of flight 
sims lined up for the next year. First will be 
Flight Of The Intruder (see previews), 
already lipped as Falcon with knobs on. This 
will be followed by o spitfire sim to celebrate 
the Battle Of Britain Jubilee sometime 
in the autumn Finolly, there will also be a 
helicopter simulation ond two more plane- 
specific flight sims, these only appearing on 
PC this year. 




SEALS IN 
THE OCEAN 

JX Ocean has been film hunting 
again - and ZERO can reveal lhat 
its latest tie-up is for the 
forthcoming blockbuster Navy S.E.A.L.S. 

Despite the name, it isn't a movie 
following the exciting escapades of a 
military circus act, it's actually a very 
serious action film starring Charlie 
Sheen (Platoon! and Michael Biehn 
(Terminator. Aliens, The Abyss). 

The 'S.E.A.L.S' bit is actually the US 
Navy's watery version of our crack SAS 
unit. The film basically revolves around 
a kidnap and a subsequent rescue 
mission, with lots of heroics by the 
leading lads and swooning by the 
leading ladies. 

Ocean managed to snap up the 
licence because Orion Pictures were 
chuffed with the incredible success of 
Robocop. The film hits the US in the 
summer and should make general 
release over here before Christmas - 
with the game hopefully coming out at 
the same time. 

Ocean's software man Gary FJracey 
said he'd seen the script and it 
apparently lends itself very well to a 
game scenario. Indeed, work on it has 
already started... 



B 



orn On The Fourth Of July hos only 
just started doing the rounds in UK 
cinemas but Mindscape has already 
lined up the licence for Tom Cruise's follow- 
up film, Days of Thunder. 

The film casts the toothsome one os an 
up and coming rally driver ond will feature 




lots of ever so exciting race sequences. 
Mindscape promises that its game, due for 
release on PC, Amiga, ST and Nintendo this 
summer, will feature something pretty 
similar. The American company seems to 
have learned from the mistakes of other 
publishers and is scheduling the game 
releose to coincide with the film release in 
order to benefit from the slick hype lhat will 
undoubtedly accompany the flick. 

A rather busy Mindscape hos also tied 
up the rights to the new Mod Max film and 
Clint Eastwood's legendary Dirty Harry 
character. Both gomes con be expected in 
the aulumn. 



OH compiled by Stvart Dintey & Dova Roberta 
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The software publishers have already begun 
their countdown to the World Cup with 
dozens of tie-in releases lined up for the 
summer. Check some out in this issue from the 
Codies' budget f faff a '90 to Virgin's World Cup 
Soccer '90. Latest companies keen to join the 
ranks of Footie titles will be US Gold who'll be 
releasing their vertical scrolling arcade football 
game Italy '90 in May on ST, Amiga and PC. One 
company that has a football game but isn't 
jumping on the bandwagon is Alternative who 
have put back the eagerly awaited Vinny Jones 
Soccer Spectacular till September. 

Still on the footballing front, Anco claim to 
have ironed out the bugs that marred our 
'review copy' of Player Manager and in the light 
of this the game probably warrants a higher 
score. Erm.. also there was a problem with the 
Manchester United review last ish in that we 
incorrectly implied that the arcade football game 
is one player. In fact the matches can be played 
by two players, so humble apologies to Anco 
and Krisalts on these scores. And in case you 
didn't realise, Audiogenic's Emlyn Hughes 
International Soccer is also a two player game... 



'Hello Rod Serling here. 
Do you want fro see the 
games of the future? 
Then come wifrh me fro 
frhe Preview Zone..." 
(dee doo, dee doo, dee 
doo dee doo). 



Don't do I* Monty, there must 
'cream of mushroom' somewhi 




Impossamole 



SHE* 



Gremlin Graphics 



El 9.99 



ST/Amiga 



IMPOSSA 





Armed with a murderous weapon, the sky's the limit for our Moley. 

If you've upgraded from an 8-bit computer then you'll more 
than likely be familiar with this small furry rodent. Way back 
in the early '80s, Monty Mole starred in no less than four 8- 
bit games. Now he's making his first outing on 16-bit in 
Impossamule. Sean Kelly gets his claws out and goes 
scraping through all the dirt. 




ELEASED 



oles have had a pretty rough 
deal as things go. Even the M 
word 'mole' sounds a bit weird 
when you say it slowly. Go on - say it. 
Mooowwwllll. There, horrible isn't it? 
Sounds a bit too close to mould or mule, 
for my liking. And then there's the things 
the word describes. It's a slight blemish 
on an otherwise perfect visage, or even 
worse, a dirty rotten conniving spy, 
selling his own country down the river. 
Bahl Despicable. Now the mole is 
fighting back, with what is quite possibly 
the first game to bo based around a 
small furry burrowing rodent with super 
powers. Dangermouse doesn't count 
stupid, he doesn't burrow. 

The plot, it has to be said, is, um... 
dodgy, to say the least. Monty is sitting 
on a Greek island, like you do, soaking 
up the sun, like you do, when all of a 
sudden the sky clouds over, like it doos. 
Without so much as a by your leave, a 
mystical sunbeam shines on Monty and 
summons him to collect five icons from 
five different guardians, each living in a 
different area or world. {Er... like mystical 
sunbeams do). This being a computer 
game, the guardians don't live in easily 
accessible places like London, or 
Croydon. Ho no missus, they live in the 
computer gaming equivalent of Mount 
Fujiyama, the Outer Hebrides or the end 
of the Northern Line. Consequently 
Moley has to battle his way through tons 
of meanies and screens, before finally 
encountering each one and, hopefully, 
showing 'em who's the boss mole. 



MEGALAMOLIA 

The game is a sort of cross between 
Rick Dangerous and the old platform 
and ladders games. Basically, Monty 
has to charge around the huge mazes, 
collecting tons of stuff as he goes and 
perform split-second, split-pixel leaps 
and bounds across huge gaps guarded 
by evil... well... guards. Cans of worms 
are dotted about the place, normally in 
seemingly unreachable spots at the top 
of high ledges. Ealing one of these will, 
apart from making you feel profoundly 
ill, replenish Monty's energy level. 
Consequently, it's sometimes best to 
'save' these up, only going back to 
collect them when your energy is really 
low. There are also diaries dotted about 
the place and collecting one of these 
will give Moley an extra life. 

Each of the levels also has four 
bonus objects to collect, linked by a 
vague theme to that particular level. 
Whilst these aren't needed to complete 
the game, they do whomp up the score 
somewhat if they are collected. Monty's 
energy is indicated on a long bar which 
occupies the top right hand corner of 
the screen. Finding a pint of beer will 
give Monty a... bar extension. (Don't call 
us... I What this means is that when he 
dies or finds extra energy, Monty starts 
afresh with his energy replenished. 
Simple eh? If Moley has managed to 
bash a baddie, it sometimes turns into 
a spinning coin, which can be spent at 
the shops which up occasionally 
throughout each level. 
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IMPOSSAMOLE 



preview 



MOLE 





Me nay be myopic but Monty's a pretty dab hand with a later gun. 



AGRESSAMOLE 

Monty has three types of weapon 
available to him, each in three different 
strengths. Initially he is armed with a 
pretty hefty kick and is upgraded 
whenever he comes across a weapon on 
his travels. The upgrades are a rather 
powerful laser, a gun, or bombs. Their 
strength will depend upon Moley's 
'soup' level. He initially starts with a 
soup level of one, which will give him 
the most basic weapon. If he finds a tin 
of soup, then he moves up a soup step, 
and the weapon he is carrying is... wait 
for it.., souped up. There should be laws 
against 'jokes' like that. 

Just when you are least expecting it, 
another mole bearing a remarkable 
resemblance to Ren6 from Alio Alio 
pops up and invites you to drop into his 
convenience store. It's a convenience 
store in the best sense of the word, 'cos 
it sells stuff like bombs, guns, soup and 
tins of worms. Providing he's managed 
to collect a fair wodge of wonga (Lawks f 
Ed.) he will be able to invest it at this 
point, before going to rejoin the game 
proper full of renewed vigour. 

But enough about collecting, what 
about the actual levels? Let's see... 




Moley, strategically placed. Is still 
wearing his Rainbow pyjamas. 



KLONDYKE MINE 

Yee harrrl 1 1 Thar be gold in them thar 
hills! In this level, Moley has to dig his 
way through an old mine, collecting 
coal, diamonds, gold and treasure 
chests. Along the way he's going to 
encounter ghostly miners, collapsing 
floors and giant conveyor belts amonst 
other things. Blimey? No wonder the 
miners went on strike for so long. 

ORIGAMIMOLE 

The third level is the oriental level, 
which has a lot of 'Nintendoness' about 
it. In many ways Monty looks and fools 
like a console game on all the levels, but 
it's most obvious here. The bonus 
objects are a Buddha, china cup, 
umbrolla and dragon's tusk. This level is 
extremely colourful and, dare I say it, 
cutesey. All the sprites are imagina- 
tively drawn, colourful, and smoothly 
animated. There are, for example, sumo 
wrestlers who sway from side to side, 
before lunging at Monty, or dropping 
down on top of him should he attempt 
to walk underneath. He's also going to 
encounter a Bruce Lee lookalike, and 
some fab origami animals, all intent on 
doing him In. Another good touch is the 
mad Japanese cameraman who takes 
photographs of everything. If he 
happens to flash the camera at Moley, 
he loses some of his energy. 'Cos moles 
have bad eyes, of course) 

WHAT AN ICE MOLE! 

This level is set on a sort of Ice world 
where - guess what? Everything is 
covered in icel There's a turn up for the 
bookl One of Moley's major problems 
on this level is going to be the slippy 
floors, which make stopping suddenly 
just about impossible. Not very useful 
when you are dependent on pixel- 
perfect accuracy for your leaps and 



bounds. In addition, Monty has to deal 
with penguins, whales, giant walruses 
and loony polar bears before reaching 
the end of this level. 

SWAMP FEVER 

Fancy tangling with turtles, mixing with 
monkeys and kicking crocodiles? Well 
this is the level for you. Set in swampy 
jungly-type forests, the fourth level looks 
a bit too much like that movie Southern 
Comfort for my liking. Monty's bonus 
objects on this level, at the time of going 
to press, were various fruits although 
that might change before it goes on sale. 
Not surprising, really. Fruit in the jungly 
level hardly has the hallmarks of a 
stunningly inspired choice. 

Although the first four levels can be 
completed in any order, they must all be 
completed before the fifth and final 
level, can be accessed. Gremlin wouldn't 
tell us anything about this level, the 
rotters. Anyhow, I daresay that we'll all 
be seeing it in good time. This looks like 
a pretty good attempt to bring an old 
favourite right up to date with a '90s 
stylie game and could be a real winner 
for Gremlin. Whether it is or not, you'll 
doubtless find out first in the ZERO 
pages. Watch this mole hole for 
developments and excavations. 
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Anne Boleyn was a plain girt, 
nothing special about her, just yer 
average run of the mill servant girl 
hanging round a castle. King Henry VIII 
didn't even give her a second glance. 
Then one day as she was doing a join- 
the-dots competition in Peasants And 
Farm Labourers Weekly, she accidentaly 
smudged her upper lip with the black 
felt-ttp. At that moment, Henry happened 
to be passing, took one look at the 
'mole', aka 'beauty spot' and that was 
it. One thing led to another, and soon a 
whole new church had been created due 
to a pen smudge. 

A character in a famous book 
2 called Wind in the Willows, 'Moley' 
lived in a house under the ground on the 
edge of the Wild Wood. On the quiet, he 
was a mercenary terrorist, hiring out his 
knowledge of explosives and garotting 
to the highest bidder. This book led to the 
so-colled 'Windist' school of writing in 
the 1920s. 

Anthony Blunt was considered to be 
a mole by Peter Wright in his book 
Spycatcher. This is, of course, totally 
incorrect. Moles are small, rotund and 
furry, whilst Anthony Blunt was head of 
MIS and possibly a Russian Spy. No 
connection with moles whatsoever. 
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We're all more Stealth 
conscious, these days aren't 
we? David Wilson checks out 
F-19 Stealth Fighter, the 
new(ish) Stealthy option 
from Birdseye (sorry - that 
should be MicroProse). 

Anyone who's anyone in military 
hardware circles, isn'l worth their 
salt unless they know all about 
'Stealth' technology. Basically Stealth 
was a term devised to encompass a 
vehicle (aircraft primarily) that was 
designed to be 'invisible' to radar. To this 
end all other design criteria were given 
subsidiary importance- If there was a 
choice between the inclusion of a few 
more RAM (Radar Absorbing material) 
panels or a rather comfy crochet-work 
seat cover, then you could bet your 
bottom dollar that the pilot would be 
sitting on bare metal. Everything that can 
be done to achieve this 'invisibility' has 
been taken into 
consideration - 
the plane's shape, 
the materials used 
in construction, 
even the engine 
exhaust's directed 
through 'low radar 
signature' slats(!) 
- and by all 
accounts to some 
degree of success. 
Subsequently the Stealth Fighter is very 
very very secret indeed I Even when one 
crashed in Bakersfield, California, in 1986, 
the Air Force hushed everything up 
before the news media could discover 
what happened! In fact, despite the 
existence of several realistic Japanese 
models of the Stealth Fighter, the 
Pentagon has denied the existence of 
such an aircraft right up until 1988. 
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"This year we're off to sunny Trl-pe-lll Y 
viva #r... Libya." 



STEALTH 
FIGHTER 




Here's a MicroPros* Mlg-31 'Foxhound 
como up against In the now 1 6-bit gam 




Your actual Ft 17*. Stoalth Fighter 
looks like this, but don't toll anyone! 

MicroProse first brought out their F-19 
flight sim on PC in 1987, a year before 
that official acknowledgement and 
subsequently were quite chuffed about 
how much they ,'got right'. This and the 
8-bit versions were all very welt received. 
MicroProse called their Stealth Fighter 
the F-19 and guessed its appearance for 
inclusion in the game. The actual plane is 
known as the F-117A and looks a tadge 
different. Thus in the light of current 
available information, it's being 
redesigned and expanded for release on 
the ST and Amiga. Those jovial 
MicroProse bods even cheekily suggest 
in their press release that the pilots of the 
F-117A might prefer to fly the MicroProse 
Stealth fighter) For this reason these 
games will let you fly not only the official 
f -1 17 A. but also the hypothetical Stealth! 
Ear:y reports say Thar The game Is going 
to be pretty hot, with the action taking 
place at a speed of 13 frames per second. 
Although this will slow down when the 
screen is full of loads of objects, 
MicroProse reckon that F- 19 will run 30- 
40% faster than Falcon! 

MicroProse promise 'hundreds' of 
missions to fly each requiring you to fulfil 
two objectives. There'll be training 
modes as well as air-to-air and strike 
missions and four areas of conflict 
mapped accurately over 250 square 



', |vst ono of a host of baddies you'll 
si 

miles! You'll even be able to choose 
what level of 'war' you'd like! ! There's 
'Cold War' where you have to sneak in, 
blow a target or two to bits then sneak 
off undetected (so as not to cause an 
international incident!) there's erm... 
lukewarm war or 'limited war', and then 
quite a hot war ie a 'conventional war' - 
where you get to blast everything in 
sight! There are air, ground and sea 
targets including cruise missile carrying 
planes and submarine pens, for which 
you'll receive a formidable array of 17 
different weapon systems. There'll be 
many of the now standard out of the 
cockpit and external viewpoints 
(including the ability to see yourself 
from the enemy viewpoint!) and 
three levels of difficulty! Look out for 
the full review coming soon to the 
hallowed ZERO pages. 
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H's o guitar by Picasso. Phew! And I 
was worrying about aircraft carriers! 



WHAT'S WHAT 


TITLE 


F-19 Stealth Fighter 


PUBLISHER 


MicroProse 


PRICE 


To be announced 


FORMAT 


ST/ Amiga 


RELEASED 


June 
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Mask to your ears 

Rock'n'Roll 

is back 

in town! 

In a deluge of 
colour and 




•fc music, save the 
frl5#KiEarth from 




classical catas- 



As quick as a flash, find out the 
"timeless classic", the "golden 

oldie", the records which Atari !), and up to 100 colours 

made Rock'n'Roll. And, of on the other screens. And 

trophe. Classical COU rse, the first 45 cut by the don't turn a deaf ear ! JJS also 

music (yuk !) in its King himself, Elvis Presley. All has 400 kb of Rock'n'Roll and 

most tortureous form has ch ese records must be placed FX sounds, 
overrun the world. With wn ere chev belonp THE 

monsters so hideously hide- JUK E BOX JUMPING JACK SON is a 

ous, so exaggeratingly evil, so Magical, Musical, Visual, Mys- 

barbarously bad, it's slowly JJS is the fulfilment of techni- tery Tour... An ear splitting, 

destroyingthelasttracesofthe cal performances. More than eye popping adventure. 

onlygreatmusic.Rock'n'Roll. 27 colours on the main game JUMP at the opportunity and 

JUMPING JACK SON is our screen (on both Amiga and JIVE into the action, 
only hope. 

AVAILABLE ON ATARI ST, STE, AMIGA. 

NFOGRAMES ^ 
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ESCAPE FROM HELL 

There's no place like Hell; nice and 
warm and no shortage of vice. A 
real home from home. Bearing this 
in mind, trying to escape from it 
may seem a little rash but there 
are friends in need of rescue - 
clearly they don't know when 
they're onto a bad thing. Your 
search will take you through 3 
levels of lost cities and rocky 
crevices. Along the way you're 
also in danger of confronting the 
evils of the modern age such as 
Heavy Metal Rockers and 
Politicians. Hmm... perhaps Hell's 
not really such a great place to 
stay after all. 

• Available from Electronic Arts in April 
on PC price £24.99. 

k V n,, m yy ^ ® ® s 

r Name DEF HP M*h HP Weapon \ 

I Richard 50 50 Dueling Suiord 

t Stalin 3 20 20 Broadsword f 

8 .Khan 2 35 35 Broad Sword m 




DRAGON'S BREATH 

r\ Palace 

O PLAYER MANAGER 
Anco 

T. V SPORTS BASKETBALL 

Cinema ware/ Mirrorsoft 
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Rainbow Arts 

SUPERCARS 

Gremlin 

O BLACK TIGER 
U.S Geld 

W. C. BOXING 
MANAGER/ Goliath 

Q SPACE HARRIER II 



Grandslam 

RAINBOW ISLANDS 

Ocean 

RISK 

Leisure Genius 



RORKE'S DRIFT 




Rorke's Drift. 1879: one of the most 
famous military engagements in history 
in which 137 men and Michael Caine 
held off 4000 Zulus. This action, in 
which 1 1 Victoria Crosses were won, is 
the subject of a new war game. You can 
control each of the 137 men who are 
represented by figures rather than icons. 
The game aims to look and play like the 
original encounter - except all that's 
going to get hurt is your pride. 
• Available from Impressions in May on ST and Amiga, price 10 be announced. 



There is nothing, simply nothing qui 
much fun as messing about in boats 
ifs messing about in boats armed with very 
large guns and taking pot shots at other river 
users. The 20 missions in Gunboat will take 
you from Vietnam to Panama and Columbia 
in your high speed PBR {Patrol Boat 
Riverline). You'll be attacked from land, sea 
and air but but armed with a 50 cat MZHB 
machine gun, mortars and grenade 
launchers you should be able to give as 
good as you get. Think what fun you could 
have with a PBR during the Boat Racel 
O Available now from Accolade on the PC price 
£24.99 ST and Amiga version* to follow in 
September. 




LIVERPOOL FC 

As Liverpool continue their 
effortless rise to the top of the table 
there only seems to be one way to 
stop them and that's to put you in 
charge. This is what happens in 
Liverpool FC where you're in 
control of efforts on and off the 
field. So you'll be worrying about 
your players making passes on the 
pitch and in the nightclub. 

Management and arcade sec- 
tions can be played independently 
or in tandem so you can plan a day 
of action or a whole campaign. 
• Available from Ocean at the end of April, 
price £19.99 (ST», £24.99 (Amiga). 
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ULTIMA VI 

An attack by the nasty gargoyles may 
not sound as alarming as a nasty kick in 
the gargoyles but it's unpleasant 
nonetheless. It's certainly serious enough 
to result in Avatar being summoned back 
to the weird and wonderful realm of 
Britannia. Designed entirely on the IBM, 
Ultima VI; The False Prophet (to give it its 
full kennel name) promises a cast of 
hundreds of characters who you can talk 
to, interact with and possibly kill. 

• Available from Origin/Mindscape at the end of 
April on PC price 29.99. 
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ASTRO MARINE CORPS 



Totally Effective Discharge might 
sound like something really rather 
unpleasant to you. However faced 
with A-34 Walkers, enormous reptile 
Krauers and the Great Alien King 
you'll be willing to use any weapon 
that comes to hand. The 
Deathbringers have set out to 
conquer the galaxy (these guys don't 
do things by halves) and there's 
tittle you can do to stop them. 
• Available from Dinamic in April, price 
£19.95 (ST) and £24.95 (Amiga). 
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GHOSTS 'N' 
GOBLINS 

"Oh. the days of old when Knights 
were bold/And armour always rusty." 
You knew where you were in days like 
that; if you met a man you killed him, 
if you met a maiden you rescued her 
and if you met a flock of sheep... 
Ghosts 'N' Goblins is an arcade 
conversion featuring Knights, 
Maidens, Evil Overlords but precious 
few sheep. 

• Available from Elite on 2nd May, price 
£19.99 for ST and Amiga and £24 99 for PC. 
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^L- FLIGHT SIM. 4 

r\ Microsoft 

ODIE HARD 
Activision 

©POPULOUS 
Bullfrog 

O FOOTBALL MANAGER 
COMPILATION/Addictive 

©TOP 10 SOLID GOLD 
Cosmi 

O KINGS QUEST 
TRIPLEPACK/Sierra 

OSTARFLIGHT II 
Electronic Arts 

O SPACE ROGUE 
Origin 

OF19 STEALTH FIGHTER 
Microprose 

/£t MECHWARRIOR 

^■f Activision 





COLORADO 

As you'll have guessed by the 
name, Colorado is set in early 
nineteenth century Birmingham. 
Alright that's a fib, ifs Colorado at a 
time when men were real men, 
women were real women and fire 
water was a real pain in the gut. As 
a rough, rugged and rather smelly 
trapper called David O'Brien you 
must kill the real men, do without 
the real women and try not to drink 
too much of the real firewater as 
you search for a lost goldmine. This 
arcade adventure will test your 
skills at shooting, canoeing, logical 
puzzles and presumably if you're 
successful, spending large amounts 
of money very quickly. 

• Available from Palace mid-pApril on ST, 
Amiga and PC, price £24.99. 
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226M. 
The people ate no longer tree 
Their lives and destinies are controlled by a powerful corporate bod*. C^nlro-Holopartii that seizes suitable 
humans lor transformation into holographic images, inrfistingoishaolE (run their solid counterparts. Thtf 

unknowing minds and holographic bodies are programmed to pertorm any task the Masters should refute. 
Two ol the deadliest. Hammerlist and Metalisis were ready lor asstpnent; to dispeflse death and 
under the evil instnictio 



is were ready lor assonant to dispense 
instruction oftaUo-lfoltcnpM. 



dEalh and 



The; were political puppets, dangerous and skilled murderers who followed their buun politics to Oft 
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their masters didn't even consider the possibilities ot a mathnctioo... especially on tilt 
Hatnmertist and Metalisis against the hand that led then. . . 

CONSUMER SUPPORT TEL < 0734) 310003 
MAIL ORDER: INTERMEDIATES LTD. P.O. BOX B47 HARLOW CM21 9PH 

TtTl: <077!)> 6fni97 
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FLIGHT OF THE INTRUDER 

Falcon was more than a little popular when it came out so flight sim enthusiasts will 
be awaiting this sequel with tight jump suits and even tighter sphincters. As well as 
being a sim. Flight Of The Intruder is also a battlefield strategy game set in North 
Vietnam (along with every film and war sim released in the last six months). Not 
only do you control the battle scenario itself but you also get a chance to join in, 
flying either an ^■■^^^^VfWPVf^^^VJ 

Phantom in the 
combat sequen- 
ces. However 
since 'Individual 
survival is not 
the sole 
measure of 
success', you 
may want to 
keep both feet 
kept firmly on 

the ground. 
• Available from 
Sped rum Ho lo Byte/ 
Mirrorsoft in June on 
Iho PC at £34.99. ST 
and Amiga versions 
to follow. 
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SflH FRANCISCO 5 
LOS ANGELES 6 
BALL 5 STRIKE 2 



Not so much a field of dreams as a 
statistician's dream, the third in the TV 
Sports series includes a 162 game 
season, 25 man rosters and 26 teams. 
There are arcade sequences for active 
bods and management sections for 
active minds. Large animated figures 
are able to take catches at all 
positions, or miss them of course. 
Good Grief! 

• Available from Cinema ware/Mi rrorsoft, 
on PC in May (£29.991, Amiga in June 
(£29.99) and ST in the winter |£24,99|. 



LAST NINJA II 

After completing the really rather 
popular Last Ninja you might have felt 
that you could put your feet up. After all, 
'last' sounds pretty final doesn't it? Well 
you're back, worse still you're back in 
Manhattan. Having arrived, there's barely 
time to adjust your headgear before 
being plunged into action and adventure 
as you search for the evil Kunitoki. A 
ninja's life is not a happy one. 
• Available from System 3 in April on ST and 
Amiga, price £24.99. 





KILLING CLOUD 

If you think the air's pretty polluted these 
days, wait 'til you get a load of what's 
going on in 21st century San Francisco. A 
toxic cloud has already decimated half 
the population. And, as a cop, you can't 
just sit around thinking how much 
money you wasted on that catalytic 
convertor. You've got to control the crime 
wave, the decimated population and the 
cloud that's causing all the trouble. How 
do you control a cloud? You find out 
what or who's causing it, that's how. 
• Available from Image wo rks/Mirrorsoft this 
winter on ST, Amiga and PC, price to be 
announced. 



BATTLEMASTER 

Swiping the Crown Jewels is 
probably not the easiest way of 
making your fortune. When the 
jewels in question are four parts of a 
gem set in the crowns of kings of the 
dwarves, elves, humans and ores you 
really do seem to be on a highway to 
nowhere. However, if the future of 
your world depends on the gems 
being recovered then there seems 
little choice but to get on with it. 
Besides if you don't, you'll never get 
a chance to see the arcade style 
graphics and strategy elements 
contained in this new Fantasy Role 
Playing game. 

• Available from PSS/Mirrorsoft in June 
on ST, Amiga and PC. price to be 
announced. 
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W*— MIDWINTER 

p\ Microprose 

O RAINBOW ISLANDS 
Ocean 

X-OUT 

Rainbow Arts 

RISK 

Leisure Genius 

OW.C. BOXING MANGER 
Goliath 

PLAYER MANAGER 

Anco 

O BLACK TIGER 
U.S Gold 
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E m p i re/ Ready soft 

SUPERCARS 

Gremlin 

ROCKSTAR ATE MY 

HAMPSTER/Codemaster 



Shipping Charts supplied by the 
Virgin Computer Games Shop, 
Virgin Megastore, Oxford Street. 
Tel. Ot-631 t234 
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II Y Mil STRATED 3D ARCADE ACTION. 
CANOE THE DEAD I J WHTTE-WAI IK KAI'IDS OF THE COLORADO AND 

AXE, KNIFE, SHOOF, AND BOMB VOI R WAY TO A FORTUNE! ' J 
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Colorado 1880. David O'Hrian, a penniless u~apper, canoes up the South Platte 
river in search of adventure ami riches. 

Deep in the wilderness, he meets a dying Chey enne Indian. ^ owing lo bun him in 
the sty le of a Warrior. O'Brian is rewarded w ith an ancient map showing the way 
lo the legendary Lost Gold Mine of Pocahontas. 

TlK route w ill lead him uirough Paw nee territory, the most fearsome of Indian 
trihes, across hostile wolf-infested land... and means he musl shoot (he 
terrifying w hile-water rapids of the Colorado in a flimsy Buffalo-hide canoe. 
But there is no going hack now for O'Brian is haunted by the scent of Gold. 
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£9.99 (CASS) 
£14.99 (DISC) 
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How to achieve fame and 
fortune on the ZERO letters 
page! Step 1. Nip out and 
buy a biro, paper, envelope 
and postage stamp. Step 2. 
Think of a topic of earth- 
shattering importance, 
preferably really serious and 
boring. Step 3. Use the 
implements to write a letter. 
Step 4. Address the envelope 
to Write To The Ed at ZERO 
and post it in one of those 
red pillar box things. 
Superstardom is just around 
the corner... 

WOT NO WINNERS? 

I was reading through issue five of ZERO 
which I may add is mega brill and I 
suddenly thought (yes, it's true) 'wow, 
look at all these fab compos'. My brain 
then relapsed for a while but then I had 
another thought. How do us readers 
know who has won? Please Ed, would it 
be possible to have a small column 
dedicated to winners, instead of me 
having to bite, attack and beg the 
postman to see If I've won. 
Keith Whitehead, Holmfirfh, 
Huddersfield. 

Last week the office was declared unfit 
for habitation under the Health And 
Safety At Work Act,- Section 4, para 2; 
'Compo entries must not exceed head 
height in a working area.' So we thought 
it was about time to catch up with 
ourselves and publish the whole lot So 
to find out if you've won a cabbage, leaf 
through to the back of the issue. Ed. 

ACCOUNTANCY BLUES 

As an avid Amiga addict, I feel it my duty 
to raise the following points. Firstly, why 
do software houses choose to waste 
annoyingly large sums of money on 
advertising? I would suggest that this 
money would be much better spent on 
improving software standards in order to 
get a favourable review in a wonderful 
mag such as this. After all. what carries 
more clout with the customer, 
advertising hype or rave reviews in the 
computer press? 

Secondly, what is the point of wasting 
phenomenal amounts of cash on 
generally unimaginative and shallow 
licences. I'm not all that well versed in 



copyright laws but it does seem strange 
that numerous clones have avoided 
prosecution. Therefore, surely it is more 
sensible to forget any licence and spend 
the money on creating original and 
imaginative software. After all the arcade 
manufacturers are capable; why is it so 
unreasonable to suggest that software 
houses aren't? 

Quite honestly, it sickens me that each 
and every month perfectly good game 
ideas are being wasted due to lack of 
effort and poor money management. 
Money is simply being thrown away 
because of an obvious lack of 
understanding of their market. 

Please, please Ocean and the like - 
get your house in order 
Lester Brirton, Maidenhead, 
Berkshire. 

Hmmm, this is one of those chicken and 
e 99 typo situations, I'm afraid. I see your 
point about money being spent on 
quality of game rather than advertising 
and this paying dividends in the ZERO 
review department, but then again 
without the revenue generated by 
advertising, ZERO might not even exist 
{Gasp! Perish the thought!). Also, I don't 
really think it's a case of software 
companies lacking imagination to 
produce original products. The attraction 
of an arcade licence for example, is that 
unlike an original product, a successful 
arcade title has already proved itself to 
be a good game and thus potentially a 
proftitable title on home computers. Ed. 

HE KNOWS HIS ENIONS 

Your mag came onto the 16-bit scene 
recently. I've got issues one to four. I am 
particularly impressed by the amount of 
new reviews, previews and information 
which you cram into every issue. Each 
main review contains plenty of different 
screenshots and I like the way that ST 
and Amiga versions get separate reviews 
and comments. 

However, your mag has a serious 
fault. As I read each review I become 
more and more irate as I search through 
the ramblings of deranged children or 
morons trying to find relevant 
information and facts about the game 
being reviewed! Over 75% of the text 
and picture captions contained in each 
review bear absolutely no relevance to 
anything about the game at all! 

I do have a good and varied sense of 
humour and I don't mind the occasional 
odd or witty comment by a reviewer. But 
as I read stupid comment after insane 
commentary in your reviews I despair for 
some relevant facts. 

How can you print such utter bull? Did 
you get all your reviewers from the 
Sunday Sport7 So come on. Cut the crap, 
kick some ass and let's have some 
reviews containing over 75% fact and 
useful info. If you do then your 
promising mag will definitely blow the 



other 16-bit mags off the shelves. Good 
riddance to Algy, Binky, Stuffy, Dune's 
pet iguana and 'Tour Of Duty'... 
M. Enion. 

/ hope that you won't have any 
complaints about the review content in 
this ish. Er... Did you know that of all the 
lizards, the chameleon's tongue is by far 
the longest and stickiest. Despite 
extending the length of the creature's 
body, it zooms in and out in less than 
half a second.' Oh, and what's all this 
about irrelevance? Ed. 



INFAMY! INFAMY! YOU'VE 
ALL GOT IT IN FOR ME! 

A Unfortunately, I start this letter 
"^3^^ w 'ib two moans, so here goes. 

HavinQ taken 0ut a 
r subscription in issue one, I still 

haven't received my mega cool freebie 

T-shirt. Is this due to supply problems, 

administrative screw-ups or some other 

problem? Or is it just a sinister personal 

grudge against me? 

Moan 2. In issue four, you introduce a 
new two year subscription thingy with a 
free game chucked in. Great idea but a 
bit of a bummer. Can I, with my one year 
sub, upgrade to the two year jobber by 
paying the difference? I'm sure I'm not 
the only person who'd like to do so, so 
please help us out. 

Gripes aside, the mag is excellent. All 
in all a nice balance of reviews, tips, 
competitions, iguanas and general 
mayhem. (Who's he?) 

Keep up the good work and long may 
your bottom remain free of spots. 
Don Ten, Salisbury, Wilts. 

Answer to moan one: Er... no, we 
haven't got a personal grudge against 
you actually. 

Answer to moan two: Um, if you 
haven't received your T-shirt yet, then 
give June, our subscriptions lady, a ring 
on 580 8908 and you may still be able to 
'upgrade' to a two year sub. Hurrah! Ed. 



AMNESIACS ANON 

Dear Ed, 

Oh bloody hell. IVe forgotten what I 
was going to say now. 

Yours forgettingly, 
Justin Mason, Ryde, Isle Of Wight. 

Smeg it. I had a brilliant reply to this one 
that I jotted down while I was sitting on 
the toilet yesterday. Anyone seen the 
bog roll? Ed. 



WRITE TO THE ED, 

ZERO, 14 RATHBONE PLACE, 
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Star Letter winners ™- _-7 I 

receive a ZERO T-shirt! *' J 
All letters win a ZERO badge. 



ZERO disk 



ZERO/GREMIT 



Well how do we do it and 
why don't we stop? This 
month the magazine that 
gives you more has joined 
forces with those awfully nice 
Gremlin people to bring you 
a mind-bogglingly good 
game and a raspingly 
playable 
demo. How 
do we do 
it? We do 
it better, 
that's 
how. 



DEFLEKTOR 



LETE GAME 





eflektor players do it with 
mirrors. What do they do 
we hear you ask. They deflect 
lasers, that's what and having deflected 
them they blow their balls apart. Perhaps 
this needs a tadge of explanation. 

Deflektor starts with your laser 
charging up with energy. Before this 
charge has run down again you have to 
guide the laser beam into its receiver. 
Problem is, all you've got to do this with 
are a load of mirrors. Mirrors? What do I 
do with a load of mirrors? Well what you 
do is position the cursor over any mirror 
in the laser's path and, by rotating the 

irror. change the direction of the beam. 
Pretty easy? You ain't seen nothing yet! 
Thing is, the receiver is blocked by a 
large and very solid looking wall. This 
wall eventually vanishes, but not until 
you've used the laser to destroy all the 
blue balls that litter the screen. These 
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OB-LOCK*! Apart from getting la your 
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tendency to saaka yew ovarhoat by 
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Hvrw wa have one laser thlngle and 
ana stuffed alive. Get them mixed up 
and you'll havo a dud shoot 'em up 
but a lethal martini. 

balls of course tend to be hidden in all 
the most irritating and awkward places. 
It's up to you to make sure that your 
laser reaches the places that other lasers 
just can't reach. 

And there's more. The problem with 
lasers is that they have this nasty 
tendency to overheat. If you reflect the 
laser back on itself or fire it over too 
great a distance, then the sirens do their 
thang and the overheat dial makes a 
sprint towards the danger level. If you 
don't redirect the beam in time then 
you'll be taking an early bath. 

Still sounds too easy? Well, just you 
wait until you get to the higher levels 
where the gremlins are lurking. These 
blighters keep leaping on your mirrors 
and, before you can say 'Mr Sheen 
Shines Shiney Surfaces', they've turned 
your mirror round and all your plans are 
left upside down. 

So now you've got all worried... Well 
don't panic too much 'cos there's nicies 
as well as nasties. Some blocks take 
your beam in and fire it out in a 
completely different part of the screen. 
There's also a useful little thingy that 
fires your beam out in random direction. 

Okay, so what have we got? A brain 
leaser that needs a sharp mind and 
pretty nifty joystick controls plus a 
stomping great soundtrack and more 
colour than in Auntie's sherry trifle. If 
you don't enjoy it then you must be 
really rather silly. 
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VENUS 



Yes. not only does the world's most 
generous magazine bring you a 
mega game but also an even 
mega-er playable demo of the soon-to- 
be-released Venus from Gremlin. So sit 
back and enjoy a taste of things to come 
from the magazine that likes 
to say yes. (Provided it 
doesn't hurt.) 

So what's this Venus 
thingy all about? Well if 
you've got bugs in your 
system, don't over- 
react, you might 
make matters a 
whole lot worse. 
Venus man has 
destroyed all 
forms of insect 
life through 
over use of 
pesticides and 
chemicals. 
This may be 
good news for 
picnickers but its 
a bit of a blow to 
the old eco system. 
Always keen to make 




matters worse by a bit of meddling, 
mankind has created his own species to 
redress the balance! Result - a new 
breed of killer insects. 

So doomed humanity create a sort 
of super fly (rather like the legendary fly 
in the soup). You must control this 
flying... erm, fly through five levels of 
horizontally scrolling shoot 'em up. 

There are five icons that your fly can 
walk on as it passes through the game. 
These provide such useful capabilities 
as Super Jump which means you 
can do it higher and further than 
before. Pretty useful but not as 
useful as the ability to walk on 
ceilings. Armed with this nifty 
skill you can do loads of 
things such as, erm... walk on 
ceilings. 

Thanks to the skill and 
generosity of Gremlin 
you can either watch a 
sample game or play 
some demo levels. If you 
select the play mode, 
then use the joystick to 
control up/down 
forwards/backwards and 
of course jolly old fire. 

We've given you the 
game, we've given you 
the instructions, now it's 
up to you so get out there 
and get swatting! 



DEAR DOKTOR 

Moke lure you're loading your disk Into an ST or Amiga 
and not your brand new CD playor. 




Try resetting the muchine and reloading. 

Remove pet hamster from Inside 
computer. 

Swear. Give up. 

Place the disk, with a stamped 
addressed |iffy bag and a little note 
laining the problem. In a bigger jiffy- 

Send it to ZERO Disk Returns, 
Copytec,Alban House, 24A White 
Lane, Flackwell Heath, Nr. High 
Wycombe, Bucks, HPIO 9HR. 




Go and buy another copy of 
ZIRO so you can play the 
games while you're waiting for 
yeur new disk. 
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Book a three week 
caravanlng holiday In 
dershot. 




WARNING! 

DO NOT touch the keyboard or joystick of 
your computer until ft has loaded up these 
screens. (For DeUektor wait until all the 
squiggly colours have cleared from the 
screen). Then press fire to start the game. 
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OVERSEAS READERS 

Tou'll probably have noticed that you 
haven't got a disk on your front cover. 
Sorry about this - it's due to import 
restrictions. But hurrah! There is one 
consolation - you won't have paid as 
much for the magazine. If you want to 
receive any cover disks in the future, 
you'll have to take out a subscription - 
which is a pretty nifty idea anyway! 





LOADING 


Both ST and Amiga 
1 versions should auto 
boot. So put the disk 
in your computer and 
then switch it on. If this 
doesn't work switch on 
computer first and toad 
via me 'Workbench' 
type screen. 


JOYSTICK 


FIRE BUTTON OFF- 
Cursor moves up/down, 
left/right. FIRE BUTTON 
ON- Mirror rotates 
clockwise /anticlockwise. 


KEYBOARD 


WITHOUT RETURN- Use 
keyboard arrows to 
move cursor. WITH 
RETURN PRESSED- 
Keyboard arrows 
rotate mirror. 




"Well, glveawaylsh anyway. 
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The Ultimate Role Playing Game 
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traditional and absorbing role playing game 

You lead a party of four that has to find lost magic and 
dragons that have fled to a world where only chaos rules 

Dragonflight has real game depth, atmospheric sound 
throughout and stunning graphics. It also includes: 

■ 1 0 dungeons with up to 1 4 levels 

■ Enormous detailed fantasy world map 

■ Movie-like animated sequences 

Full fantasy fiction novella beautifully illustrated. Plus 
many more excellent features. 

Dragonflight is the result of "1 0 man years" in technical 
development with an emphasis on quality. 

© 1990 Thalion Software GmbH/Grand slam Entertainments Ltd 
56 Leslie Park Road, Croydon, Surrey CRO 6TP 
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LEON: 

£29.99 
£29.99 
£34.99 



AVAILABLE ON: 

ATARI ST £19.99 
AMIGA £24.99 
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GRANOSL 



ANI 



You are Nigel MacGibbons and have been left 
stranded in a spaceship filled with mutant aliens 
after a night of heavy alcohol abuse. Not only 
do you have all those menacing meanies to 
take into consideration but you also have to 
make sure that you get to the end of each of the 
eight segments in time to disable the 
auto-destruct timer generators that tick away at 
a positively lethal speed! 

Teramis is a vertically scrolling shoot-em-up with 
detailed graphics, 1 30 totally different action 
packed screens through 8 breathtaking levels, 
super-smooth animation and superb 
soundtracks. 

© 1 990 Thalion Software GmbH Grandslam Entertainments Ltd 
56 Leslie Park Road, Croydon, Surrey CRO 6TP 



OPERATION 



* * * 

Tim Ponting has always 
wanted to interview 
Richard Clayderman. So 
when the opportunity 
arose, he flew over to 
Paris to the headquarters 
of Delphine Records 
where they fobbed him 
off with Operation 
Stealth, the next 
Cinematique game after 
Future Wars,,. 
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Have you ever tried to 
get through Customs 
with a small bag 
containing more metal 
than the Eiffel Tower? 
Two cameras with 
assorted lenses, tripod, 
reels of film, Walkman, 
electric razor, lead Y- 
fronts... Half an hour later, when 
the security official was satisfied 
that I wasn't going to stand up 
somewhere over the channel 
shouting 'AH Akhbarl Take me to 
Irani', the plane took off from fog 
enshrouded London bound for Paris. 

After complex negotiations with 
a taxi driver, I finally arrived at the 
offices of Delphine as dusk began to 
settle over the city. Waving a plastic 
model of the F- 19 Stealth Fighter, 
boss-man Michael Sportouch pushed 
me into a leather sofa (and I mean 
into) and began to 
unveil their latest Top 
Secret project - 
Operation Stealth... 



THE THEFT 

Imagine how embarrassed 
the Pentagon would be if a 
top official was discovered, 
dressed in a gorilla suit, 
sharing a jacuzzi with Mary 
Whitehouse and singing 
The Star Spangled Banner 
in Russian. They'd be pretty 
red faced, eh? It'd almost 
be on a par with discover- 
ing that person or persons 
unknown had penetrated a 
top secret installation, 
taken their socks off, 
overpowered the guards 



and made their escape in an F-19 Stealth 
Fighter armed with 'nukular' warheads. 

By an incredible coincidence, this is 
exactly what has happened. The F-19 bit, 
not Mary Whitehouse. Some dratted 
agency has made off with a very secret, 
terribly expensive and unbelievably 
dangerous piece of military hardware. 
And the CIA want it back, complete with 
bombs and a package labelled 'Culprit - 
handle with extreme cruelty'. It's a hard 
life in the world of espionage. 

THE BRIEFING 

Seven am. The wristwatch Videocom is 
beeping in your ear. Headquarters 
require your presence urgently. You roll 
over in bed and try to work out which 
Soviet double agent you spent the night 
with before climbing into your standard 
issue double-oh fronts. 

As you drive to the CIA head- 
quarters, you wonder what has 
happened. Probably the Director's cat 
has gone missing again. Or Mary 
Whitehouse has... (Snip. Ed.) In the 
office, the boss sits behind his desk 
fiddling with his latest executive toy. He 
is brutally frank, despite the fact his 
name is Jeremy: "Somebody has stolen 
the F-19 Stealth Fighter and its nukular 
payload. Find out who did it and bring 
the plane back. And if you so much as 
tear the plastic seat covering, your 
head's on the block." 

He hands you a top secret dossier 
labelled 'Top Secret Dossier'. He then 
hands you a plane ticket and telts you to 
pack an overnight bag with a false 
bottom. As you pause at the door, he 
speaks solemnly: "The security of our 
beloved United States depends on the 
success of your mission. The President 
himself wishes you luck." Golly. 





Oporatlon Stoalth not only plays llko a film script but was also written In much the same way. A complete storyboard 
was put together which was passed on to tho graphic artists who transferred the background designs to the screen. 
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TOP SECRET 
DOSSIER* 

TEALTH 

★ * * 

IPIES TO: THE PRESIDENT, HEADS OF CIA AND THE PENTAGON, 
iENT JOHN G LAMES (THE ONE WITH THE FLARES). 



THE F- 1 9 STEALTH 
FIGHTER 
Designer/ 
Manufacturer: 
Lockheed, USA 
Role: Stealth Strike 
Fighter 
Crew: One 

Wing Span: 31 feet 8 
inches 

Overall Length: 59 

feet 

Overall height: 13 

feet 2 inches 
Mission weight at 
take-off: 1 7 tons 
Engines: Two General 
Electric F404-GE-100A 
rurbofans 
Range: 520 miles 
Celling: 64,000 feet 
Maximum speed at O 
feet: 530 kts (Mach 
0.8) 

Maximum speed at 
36,000 feet: 640 kts 

(Mach 1.1) 

PAYLOAD 

Fully operational nuclear warheads detailed in Top Secret Document P45 

i°A^"J! d four internal WM P° n ba y* with maximum combined load of 
6,000 lbs. 

'CRISIS SITUATION * 

f" F "!° S*"lth Fighter with full nuclear payload has been stolen 
from the Burbank airfaase by person or persons unknown. It was 
carrying very little fuel, so It must bo hidden In territory close to 
the USA, possibly In South America or the Carrlbean. (See Suspects' 
notes appended.) 

ACTION ALREADY TAKEN 

Operation Wally: an advert was placed in the New York Times asking 
for the plane to be returned. Operation failed. 

Operation Stealth: CIA Agent John Glomes has been fully briefed. His 
mission is to discover the unknown agency who stole the plane and 
recover it. 



under wraps 




will <*H-d«*tru«t 1b 30 
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THE POLITICAL SITUATION 

Your dossier contains notes briefing you 
on the present political climate and 
giving you clues as to who might be 
responsible for the pickle the Pentagon 
finds itself in. First, there's Moscow. 
East-West relations are good at the 
moment; Gorby has given his assurance 
that they're not involved in the affair. 
Top political analysts reckon that it 
wouldn't be in his interests to jeopardise 
disarmament talks by nicking a plane. 

On the other hand, the CIA know that 
the USSR has been developing its own 
Stealth technology. How do they know? 
Because the head of the project defected 
to the West. And with his departure, the 
Soviets fell behind in the race for the 
ultimate clandestine strike aircraft. So 
they could well be interested in knowing 
how their opponents are faring... 

The second party who might or 
might not be involved is General 
Manigua, dictator of the tiny South 
American country of Santa Paragua. He 
was elected many years before and 
seemed a pretty decent President 
chappie. But something went wrong. He 
started torturing people and even 
programmed 24 hour Australian soaps 
on national TV. People particularly 
objected to the latter and various rebel 
groups emerged, clamouring for an end 
to Neighbours and dictatorship. The US 
government agreed and began 
supplying the partisans with military aid 
and 16mm footage of Miss Santa 
Paragua 1988 (which is what they all 
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lekl What on earth Is a Brixton mini-cab doing 
In South America? 




'Prlvado'. PriVarfo... 
'Bog Off'. 



• rm, I think that means 
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THE 

SUSPECTS 



THE KGB 

The KGB has 
already been 
contacted and 
denies any 
involvement with 
the theft of the F-l 9. 
In the currant 
climate of co-operation and disarmament, 
it seems unlikely that they ore responsible. 
But you never know with the pesky 
Ruskies. 



GENERAL MANIGUA 

The South American 
country of Santa 
Poragua is 
Targe lied as the 
most likely hiding 
place for the F-l 9. 
Relations with its 
dictator. General Manigua, have been 
deteriorating over the past few months 
and he has repeatedly threatened US 
citizens resident in the country. Operatittn 
Stealth will begin here. 



THE 

DELPHINE 
HEROES 

DICKIE CLAYDERMAN 

Ivory tinkler who 
sings lots of songs 
about life on the 
hard shoulder. 
Considered an 
international sex 
symbol and 
described by Mrs 
D. Pudgeley of 
Southend as 
'spanking hot 
stuff'. Sells records in over 60 different 
countries, including Japan and New 
Zealand where he is frequently mistaken 
in the street for a talented musician. Used 
to be a market research assistant for a 
revolutionary new hair replacement 
programme. 




JOHN G LAMES 

Secret Agent, 
licensed to kill and 
collect wild 
flowers. 

Considered by the 
CIA to be one of 
their finest 
operatives after 
'Operation Carpet 
Slipper' during 
which he located a 
chocolate digestive declared Missing In 
Action, Vietnam 1968. No stranger to the 
politics of the Cold War, he can say 'not 
tonight, pussycat' in seven different 
Eastern European languages. Believed to 
have a double in the KGB who 
masquerades as a leading authority on 
pressed flowers. 



warned to walch 
anyway). In fact, so 
great is the current 
support for the rebels 
that it is rumoured 
that Manigua's own 
daughter is one of 
their leaders... 

THE GAME 

If anything, Operation Stealth is 
executed with even more finesse and 
atmosphere than Future Wars, the first 
game Delphine produced using the 
Cinematique system. It kicks off with an 
opening sequence in which you watch 
an agent penetrating the secret airbase 
and making off with the F-19. You share 
the angst of the control tower techni- 
cians as it disappears off the radar 
screens before you are transported to 
the beginning of the game 'proper', in 
character as John Glames, for a briefing 
in your chiefs office. He presents you 
with an air ticket and off you tootle to 
Santa Paragua. armed to the teeth with 
secret agents' gadgets and a years' 
supply of Old Spice. 

Once in Santa Paragua, you have to 




get past customs and 
passport control before 
you can begin investi- 
gations. A tiny tipette: 
US citizens aren't 
terribly popular with 
Santa Paraguan officials, 
so how about a new 
passport?... 
That's about all that can be 
said without 'giving the game 
away'. But unlike Future Wars, if you get 
hopelessly stuck at any stage, there is a 
help function that gives you hints as you 
play. To stop you from using it too 
much, it will involve some element 
that'll make it a complete bore to access: 
swopping disks, translating a colour- 
coded message, something like that. 

Interspersed through the game are 
arcade sequences, including a canoeing 
bit and a section where you have to 
swim through a system of interconn- 
ected caverns. Unfortunately, you can 
only come up for air at certain points, so 
you either need lungs the size of an 
African elephant or nifty wibble stick 
skills. Or preferably both. 



Our hero creeps up behind Victor Klam during the 
filming of a Remington Lektro Blade ad. This sequence 
Is actually pretty clever because If you take the wrong 
route across the room, he'll notice you In the mirror 
and draw a gun from his boxers. Caool 




Ooert This geexer In a dirty mac wants 
some puppies... 



to show me 




CINEMATIQUELY 

SPEAKING 

In the course of the 
ten million phone calls 
they've received asking 
for tips on Future 
Wars, the Delphine 
bods have sussed out 
various ways to 
improve the Cinema- 
tique game system. 
The biggest criticism of 
Future Wars was that 
positioning had to be 
pixel perfect to carry 
out various actions. 
Every few seconds, the 
message 'move a little 
closer' appeared on 
screen, driving players 
to acts of mindless 
violence. This has all 
changed. Now, if (for 
example) you wish to 
EXAMINE an object, 
you merely click on it 
and the hero will move 
automatically to the 
right spot. Not only 
that, but you can carry 
several objects at once 
which may be 
examined and used at 
any stage in the game. 
Another improvement 
allows you to examine 
all objects more 
closely by means of 
'blown up' views. For 
example, if you want 
to take a closer look at 
the attache case you're 
carrying, a magnified 
image of it appears. 
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rather handily on screen. 

The hero (complete with flares based 
on CIA standard issue ankle-flappers) 
and supporting cast are all drawn in a 
cartoony style. When a fight breaks out, 
it's just like Popeye - limbs randomly 
flying about, the hero seeing stars and 
someone ending up in a crumpled heap 
on the floor. The game overall features 
far more animation than Future Wars 
and has more of an action feel to it. 

Future Wars proved to Delphine that 
it could come up with an adventure 
game that appealed to the most hard- 
ened arcade nut. Now with Operation 
Stealth, they've improved the game 
system to such an extent that it's going 
to make even more waves. So if you feel 
Sean Connery can't quite cut it any 
more, fancy your chances against a 
South American banana republic (or the 
KGB) and own a tuxedo and flares, then 
watch the software shelves in May... 

FUTURE GAMES 

Operation Stealth is the first game in a 
'Secret Defense' series (Top Secret' in 
English), which is to have a secret 
service theme. Okay, so it's James Bond 
really but I not allowed to say that. Oh 
dear, I just have. The second game will 
fallow early in 1991. 

The next project Delphine are 
working on for 1990 is a 'police game' in 
which you play a Hercule Poirot-esque 
investigator (Eh? Ed.) on board a rich 
playboy's cruise ship. The game will be 
completely non-linear (unlike Future 
Wars) with different avenues of 
investigation available at the same time. 

Next up is a game with a more mystic 
theme, the scenario written by the 
designer of Infogrames' Drakkhen. "It 

will be about 
a devil 
worshipping 
cult," 
explains 
, Michael, 

^Gj£fl^^^ "very 

P^Ip*5 bloody. It's 
^^^\^£SA huge 

scenario, a 
very dark game. It's a big gamble 
because while games involving aliens 
and secret agents are easy to market, 
this is more of a risk." 

And finally. Future Wars II 
will be hitting monitors all 
over Europe next Christmas. 
You'll see it first in ZERO. 




WHAT'S WHAT 


TITLE 


| Operation Stealth 


PUBLISHER 


| Delphine/Palace 


PRICE 


£24.99 


FORMAT 


ST/ Amiga 


RELEASED 


May 



DELPHINITELY * 0 
THE BUSINESS iftn 
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Micha.l fro< 
Pmf from Pala<« his Richard 
ClayfUrmon colUction. 



past few years. Besid. 
>ral computer stores aro 
college, he programmed the ori 
frier. Then he founded French games 
notation 4 and as Editor made it one of 
leading French magazines. A bigwig at Delpl... 
Records was so impressed with Space Harrier that 
he decided to launch a software subsidiary to be run 
by Michael. Delphine has fingers in all sorts of pies, 
including Richard Clayderman the well k 
sweetie-pie and darling of grannies everyw 
And the rest, as they soy, "e'est histoire" 

HHrHrW jj^lj I Chalhn^eyo' 

1 U and the now legendary Future Wars, 

I I f M which sold more copies than Falcon or 

W* V*W IKt^ *M /! Dun 9*° n Master in France. 

j^rr W m Ml Now that he's reached the ripe old 

E_ _ s age of 20, Michael has time to sit bock 

-a^-^*" 1 and reflect: "French games used to have 

^Sw— »^ a rarhor bad image in the rest of Europe, 
' fggfl- especially in England. We're helping to 

forge a new image for French software 
The company is committed to fully 
hWwWM*U%1iMlfi developing the Cinematique system under 

Paul Cuisset, T °P programming dude. 
Operation Stealth is crucial to the future of the 
company. "It's the most important game for us. 
After Future Wars, everybody is waiting for it. If this 
is successful, we will then go on to develop an entire 
Cinematique sequence." The graphics are being put 
together by Michelle Bacquet, who did Ivanhoe for 
Ocean and Daniel Hocbard, with programming by 
Paul himself and Phillipe Chastel. who was involved 
with the Castle Master project. The front end, an 
extensive animated sequence not entirely unlike 
Afterburner, has been designed by Emanuel Leco 
And on the sound credits are Jean Baudlot and 
Minier, who both work for the record compan 
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INSPECTOR GADGET 

In true James Bond style, John Glomes is equipped with a 
number of gadgets to help him nail the thieves and generally 
trog about doing secrer-agenry type things. 




THE ATTACHE CASE: 
has a false bottom 
(rather Ilk* Cher, 
really) concealing a 
machine that 
manufacture* false 
passports. Useful In a 
country where a US 
citizen Is as popular 
■s e pig-breeder In a 
synagogue. 

EXPLODING 
CIGARETTES: 




THE ACID PENCIL: 
comas In a very 
attractive 
psychedelic 
paisley design 
end plays acid 
music. (Actually, 
It pumps 
atld 



*~— earf - -} domago to 

C-,- ^ ^emLj Woodbines. 

These carry e 
government 

health warning: 'Those cigarettes can 
seriously damage your head'. 



that will eat through locks. 
Acid Mouse Ed.) 

WATCH: 
shoots a cable that can then 
bo used to climb between 
buildings and things. 
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Speedball - total action - total aggression - the 
ultimate apod from the Bitmap Brothera. 

Computer Gamesweek - 94% 

'SpeedbaJI la last, Kinous and graphically very 

The One • 90% 

"Never in the tie*0 ol reviewing has such an 
twetiint game been piaypfl by so many tor so 
long A must buy)* 

CAVG Hit - 

-SpoodbaJ is going to be a monster hrt" 




5T Amiga Format Gold Dlak Award! - 90% 
"This game is so visuaty bnlliant and possesses 
those cImHc addictive qualities that once you've 
picked up your joystick you fust wont want to put 
it bach down again". 

C . VG Hitt 

*lf you're into missiles, bombs and explosions in 
large, classy quantities. Blood Money <a a game 
you should try and buy without delay" 




ZZAP-94% 

"Save ove<y penny you can get your hands on and 
acquire Rocket Ranger". 

Amiga Format - 90% 

Those who like a good puzzle and a On ol strategy 
wi find Rocket Ranger compulsive". 

Ace Rating ■ 814 

"Supero graph.es with arcade action and strategy 
- probaWy the best Cinemaware game yet*. 



New Computer Express 

'Break out a spare can ol Buddy and pop up your 
PC tor this one". 




Distribution by: Mlrrorsoti Lid Irwin House, t IB Southward Street. London SE1 OSW 
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CRITICS' CORNER 

At last it con be revealed - in the Summer of 1989, the ZERO 
team tried to reach the South Pole. Why did each individual 
want to be included in the expedition to such a cold and 
barren (and useless) wilderness? Let's find out. 

#r™ Tim 'Coxy Powell' Panting: Expedition Lender rim had but one 
tlRaV"^ objective - to be the first person to make lots of little dents in the south 
polar icecap. To this end he filled his sled with drumsticks of all weights 
and materials: plain wood ones, aluminium ones and quite a few of 
those funny long ones with the little plastic bobble bits on the end "It'll 
be just like Hansel And Gretat,' ho beamed as he shuffled forward 
tapping a rapid 4/4 into the hard crystalised snow - referring to the fact that the return 
lourney would be easier to make with a trail of indentations to follow. 

M ^ David Wilson: The expedition ship (which took the learn from South- 
ampton to the Filchner Ice Shelf) was overcrowded thanks to David's 
_f sled - whlCh w a sn 't actually a 'sled' at all - his reason for taking part was 
to be the first person to arrive at the magnetic pole in a red Triumph 
Herald convertible. So confident was David that he even painted a 
! Woooal 'flashy' Stars* y And Hutch white stripe down the side of the car 
Unfortunately, as soon as it was lowered onto the ice shelf, the Herald suffered two 
severe punctures - and how many spare tyres had David taken? One (the clotl. He 
had to hitch a ride with the demon percussionist (i.e. Tim). 

Lord Pawl Lvkln: Unbelievably over-educated toff Paul knew exactly 
why he was going - and the answer was 'flags'. Having attended both 
Oxford and Cambridge, he'd attained a first class honours degree in 
Flags Of The World. He knew them all - he was a vexillologist of the first 
order. So who better to design the expedition flag and be the person to 
actually plant it on site? David? No. Paul you clot. And what a design it 
was - a tapestry flag depicting the invention of the refrigerator (in bas-relief). "It's sort 
of a celebration," he said, "of mankind creating its own artificial 'coldness' and 
harnessing the energy to make vegetables last longer". 

Duncan MacDonald: One of Dune's heroes (we're always telling you 
he's bonkers) is Captain Scott (?), Anyway, he wanted to make sure the 
expedition was a total failure, so he took a leaf out of Captain Scott's 
book and made himself responsible for the clothing and footwear used 
in the mammoth trek. Like Scott he decided to choose a material with 
the lowest possible tog* rating, to ensure limited survival of the 
nd he hit gold. Tho team shivered in agony with every frost-bitten step of 
- kitted out in chiffon body-stockings and 'booties'. Chiffon was also used 
n the fabric of all the sleeping bags and the tent. 





members. A 
the journey 
extensively 



J^^^ David 'McVicca* McCandlois: Violent offender Dave's sled was 
m literally packed to overflowing with guns, nail-bombs and mortars. He 
«%.«W obviously wasn't planning yet another massive bank heist, as the route 
mry^ to the pole didn't encompass any branches of Nat West (or any other 
VM bank for that matter). The other chiffon-clad members of the expedition 
couldn't fathom the reason for all this firepower - until one day a 'herd' 
of penguins was spotted in the distance. Within 80 seconds it had been reduced to a 
pile of smouldering feathers. Dave packed his weapons back in his sled, did an about 
turn and started walking to the ship - muttering that 'he'd done what he came to do'. 

f Richard Pelley : Richard, like Duncan, decided to take a leaf out of 
Captain Scott's book: he wanted to experiment with the means of 
pulling his sled - Scott had proved that tractors were a bad idea, as 
were horses. Richard had a better idea. When his sled was lowered from 
the ship onto the ice shelf, the other party members were surprised to 
see, attatched to it, a team of iguanas. "But they're reptiles - they're 
cold blooded" chided everybody in unison. Richard explained that he realised this 
and intended to - every time they expired - pick them up and warm their blood using 
the flame from a candle. 

^Oiafco TjfcWWd nMM An eiderdown duvet will keep you quit, worm and ha, o high tog 
rating (about 12). The cloth.ng Scott rook lo the An hi rent hod a tog rating of 3 (the .illy louioo.). 





WHAT'S WHAT 



Still not 'au faif with the 
scoring system? Well this is 
for your benefit so you'd 
better pay attention. 

Games are 
marked out of 100 
on four criteria; 
Graphics, 
Sound, 

WWPPMWBW ■■■■■ Addlctlwoness 

T'T- I and Execution 
Ej^djpjdJ The first three are 

fairly self- 
explanatory but Execution may need 
clarifying. Is the scrolling really special for 
instance? Are all the sections of the game 
nearly tied together, showing a lot of care 
and thought on the pari of the 
programmers? If so Execution will 
score well here. If you can't be bothered 
wilh all thai then the Overall Mark 
gives you an at o glance summary. Now 
if we've said it once we've said it a 
thousand times... This mark is not on 
average of the other scores necessarily 
but a consideration of every 
conceivable factor! 

A game scoring 90 or above 
in the norvoverage Overall 
Mark department gels the 
covetted ZERO HERO award 
(which is a bit of a toff way of soying 
'buy it'.) Separate from the other scores 
(but not unconnected to them) is the 
HASSLE FACTOR. Are there 400 disk 
changes every pico second? Do you hove 
to go through a boring title sequence 
before reslorting? Things like thai score 
here and they're marked out of 10. 

Each review also contains a WHAT'S 
WHAT box which is basically a box 
which tells you... er what's what in 
relation to price format and release dote. 

Well that's that for the main reviews 
but let's not forget the others. Then there's 
the DEJA VU section. Here you'll get 
reviews of new releases we've already 
hod a look at on other formats. The 
PRICE IS RIGHT section is where 
you'll find the budget gomes reviewed. 
They only get an overall score instead of 
a more detailed onah/sis. This is because 
er... they're cheap. 
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k DAMOCLES 

RO It's been a long time coming, but the wait is finally over - 
the sequel to Mercenary is here at last. And it's not a 
moment too soon for Duncan MacDonald (who 



RO successfully 'Escaped From Targ' absolutely yonks a 




SHEDDING LIGHT ON DAMOCLES 



The atmospheres on some of 
the planets and moons that 
you visit may not be 
2 particularly conducive to 
sustaining life, so it's a good idea 
to keep your eye on the pressure 
and temperature bars. 

It's worth making loads of 
dosh because even if money 
won't buy you happiness, the 
chances are that it'll still buy you a 
spanky spacecraft (or something). 

^ The inventory system is a 
marked improvement over 
that of Mercenary. If you want to 
use an object that you picked up 
ages ago, you don't have to drop 
all the ones you've collected since, 



before you can get at it. Just cycle 
through the inventory window - the 
object highlighted is the one that 
can be manipulated. 

5 The time left readout ticks 
down and reminds you that 
Damocles is on its way. 

£ Speed of whatever craft 
you're occupying. 

Altitude of whatever craft 
you're occupying. 

g The navigation co-ordinates 
are rather helpful and stop 
you getting lost in the cities (as 
anyone who's played Mercenary 
will appreciate). 




■ 



There aren't many games that 
achieve enormous cult following. | 
There's Elite, obviously. And 
Populous springs to mind (of course). 
Now, what was that other one? Er, ah yJ 

- Mercenary. An arcade adventure 
crossed with a 'low-level' flight simulaij 

- it was one of those totally engrossing 
games that appealed to fans of all genri 
In fact it was so good that surely a sequ( 
couldn't really be that much better Coi 
it? Well, with Paul Woakes and Novageil 
on the case, there was always the chanj 
that it really might bo possible. And it 
was. Even the blurb on the back of the ^ 
packaging is good... — 

"Visiting Dionysius, King of Syracuse" 
Damocles expressed his admiration of 
what he imagined to be a most gratifyif^ 
experience - the ruling of a kingdom. ™ 
Dionysius was later to provide a power^j 
demonstration of his own view of the 
reality of Kingship. Whilst seated at a ly a 
feast, Damocles discovered that a swono y 
had been suspended directly above hisiroi 
head. It was held only by a single hair.'fou 

So there you have it. That's what theidvt 
sword of Damocles represents - obi 
imminent danger - which is what you tern 
face from the word go in the game itsel S 

You find yourself in the Gamma solaoca 
system, a system comprising a sun jet | 
(Dialis), nine major planets and nineteer*ou' 
moons. Unfortunately, if you don't get ilart 
your act together, it'll be losing one of toat 
those planets before the end of the day:hat 
There's a comet, you see, called )ox 
Damocles - and if it continuos on its ipac 

present trajectory it's going to smash in 

Eris, the fifth planet. Your humble task " 
to work out a way to stop this happeni 
Er, blimey. Quite a tall order, when you 
really get to thinking about it In 
Mercenary you were confined to one 
planet, Targ, which you only left at the 
end of tho game (if you completed it, td 
is). Not so in Damocles. After all, what's) 
the point of programming an entire 
working solar system if you don't get tc» ■< 




Oeohl Look a Mml-ocllpsof Mind yoi 
19 moons they're as common as mud 
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Benson?" "Looks to mo as though you 

surface. Once landed you're informed 
that basically the spacecraft you've been 
using is actually quite clapped out and 
shouldn't really be flown again. (It's a bit 
like a Dan Air BAC1-11.) So it's time to 
get out and walk. Ho hum. Well, you do 
still have Benson with you, and he really 
is a mine of information: telling you 
where you need to go to pick up the trail 
that'll lead you to a new spaceship 
(amongst other things). He also tells 
'jokes'. Actually, Benson's something of a 
wag - his personality has come on quite 
a bit since Mercenary. Anyway, following 
Benson's sound advice a car can be 
easily found, boarded, and the adventure 
is well underway. 

Just driving around on Eris is great 
fun in itself as it happens. Plus you can 
park next to a building and sit back and 
watch as the Sun (sorry, er, the star 
Dialis) slowly sets in the distance. (The 
moons rise and set as well. Don't forget - 
you're in a real working solar system, all 
the planets have days and nights. And if 
you stand on a moon you can watch 
planet-rise. It's all in there). If you get out 



of the car you can stroll into the building 
you're parked next to and catch a lift up 
to the top floor. Once there you can 
saunter through the sliding doors and 
find the front window. Oooh, look, there's 
the car, down below. Coo. Moon-rise in 
the distance. Uh-oh, we've forgotten that 
there's a comet hoading for the planet. 
It's so easy to forget the urgency of the 
mission with all these distractions. Right 
- back to the car then (after checking out 
the rest of the rooms in the building to 
see if there are any collectable objects). 
And so the quest continues, but to tell 
you more would be to give little bits of 
the game away - which would spoil 
things. Suffice to say that there are 
absolutely loads of vehicles to be found, 
and more objects than you could shake 
the receding edges of the universe at 
And, as you'll have gathered by now, 
they're not all on Eris! 




This bit will look familiar to Mercenary 
players: whore you crash at the start. 



WHAT'S WHAT 


TITIE 


| Damocles 


PUBLISHER 


[Novagen 


PRICE 


1 E 24.95 


FORMAT 


ST/ Amiga 


RELEASED 


Out now 





P**l Mind you i 
mmon as mu 



MOVING CLOCKS GO SLOW 

Damocles is full of billions of nice tittle touches, and 
here's one of them. In the space sequences, while 
travelling between the planets, you have to accelerate 
up to near light speeds (otherwise it'd take ages to get 
from one planet to another). While at this high speed, if 
you take a look at the timer (which gives you the ETA of 
Damocles) you'll see it going all wibbly. Basically it 
speeds up, which is due to relativity. As Einstein proved, 
moving clocks go slow', so from your point of view (in the space ship) 
time seems to be ticking away normally. But outside the ship it's a 
different bowl of bananas altogether - time is passing like billy-ho. And 
your timer reflects this. So the more extensively you travel around the 
solar system, the less time you have to solve the problem. Yo ho! 
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DAMOCLES 





unc: Space is quite big really. It's 
much bigger than. er, Italy 'or 
instance. And ifs not shaped like 
a boot either. So where exactly in space 
is the game set then? Well, if you stand in 
the middle of Bernard Matthews' Norfolk 
turkey farm and point a powerful 
telescope in the direction of Macclesfield, 
then up to an angle of 77" you'll see a 
blue star (as long as it's night time and 
there aren't any clouds, that is). Directly 
behind this blue star, and 22 light years 
further away, is a white star called Dialis. 
Orbiting Dialis are nine planets and their 
associated moons - and a rogue comet 
called Damocles. A right old scamp of a 
comet, in fact, with devilish intentions - 
the planet Eris is doomed. Can you save 
it? Er. probably not if you're anywhere 
near as crap at these things as I am. but 
it's worth a bash, isn't it? After all. i I's 
worth buying Damocles (the game, not 
the comet you clot) just to fly around the 
solar system in the spaceship (mind you. 

you've got to find 
it first). If you fail 
to discover the 
method of halting 
Damocles before 
it hits Eris, it 
doesn't actually matter (that much), even 
after Eris has been destroyed you can 
still travel to all the other planets in the 
system to carry on with your exploration. 

If you've played the prequel land 
more than half of you probably have) 
then you'll know the basic formula: 
collect objects, work out what exactly 
they're for and then take them and 'use' 
them in the correct place. Unfortunately 
sussing out what things are for is the 
problem. In Mercenary, I carried the 
'cheese' around for ages, thinking it was 
probably a key to a door somewhere. It 
wasn't. It was an aircraft - I could have 
got in it and flown places. Damocles 
contains more of the same. I can guess 



HASSLE FACTOR: 0 

One disk, memory 
resident, hurrah! 
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Blimey! Talk about avant-garde architecture! It makci the Lloyds building 
look Ilk* a thing of the past! 

where the pressure suit might come in 
handy, but what about 'the television'? 
Your guess is as good as mine. Maybe it's 
a red herring, maybe it isn't. 




Oooh! There's a cooling tower! Shall wo fly Into It? 



Anyway, I don't want to give away 
what objects are hidden in the game or 
where you can find them, but you will 
want to know about the quality of the 
graphics, won't you? Well, absolutely first 
class is the answer. Everything scrolls as 
smoothly as you'd expect, and all the 
objects and buildings are beautifully 
detailed. Just look at the screenshots. All 
the planets and moons have differently 
styled dwelling places on the surface. 
Some are contained in cities the size of 
the one in the original game, while others 
are scattered about in smaller 'villages'. 
A couple of the worlds havo island 
colonies dotted about in giant oceans 
(and landing in these seas sees your craft 
bobbing about like, erm, like, er, like 
something that bobs about on a bit of 
water. Erm. a duck or something?) (Get 
on with it. Ed,} Anyway, the cities and 

towns are as diverse and 
varied as you could hope 
for. And now we're back 
to the actual working 
solar system. Watching a 
sunrise on Icarus (the 
innermost planet) is 
fantastic. An absolutely 
gigantic blinding white 
sphere (Dialis) inches its 
way above the horizon. 
You feel yourself reaching 
for the Ambre Solaire. 
The same can't be said 
about the outermost 
planet. Sunrise on that 
world isn't quite as 
awesome - with a distant 
and diffused little blob of 



brightness barely penetrating the 
atmosphere. You really feel the planet ii 
cold and gloomy. Yes. all the graphics 
are superb. As for the gameplay itself, 
well, what can I say? This certainly isn't 
one you'll get bored with in a hurry. 
We're talking real moneysworth here. I 
didn't think it was possible, but what it 
really comes down to is this - 
Damocles takes Mercenary and 
goes to the toilet on it! 




Now, If I could only find a car, I could 
moko us* of the lovely road systems. 



THE VERDIC 



G 
S 
A 
E 



GRAPH 



SOUND 



ADDICTIVENESS 



EXECUTION 



20 



ED 

ED 



40 



100 



A corker of an arcade 
adventure with totally 
engrossing gameplay. 
Domodes ii Mercenary lo the 
power three! 
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Available for your PC, Atari ST 
& Amiga at all leading 



computer shops or by mail order. 
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WORLD CUP 
SOCCER '90 

The World Cup is upon us so Paul 'Hand of God' Lakin takes 
down his boots, pulls on a pair of baggy shorts and prepares 
to play Virgin's World Cup Soccer '90. 




Only this bunch of permed posers stand 
between you and cup glory. Yippee!! 



H 



mm it seems like only four years 
ago that England was doing 
really rather badly in the World 
Cup. Now it's here again which means 
suffering all the usual build-up, endle< 
repeats of the '66 Final, Bryan R^g* 
injured and more footie garoVs*than yoBsj 
can shake a jolly large stipVat. Virgin is 
the company with the ajftual World Cup 
title, though their garni is in fact a 
conversion of an arcaj&hjame callec 
World Trophy SoccewK/as convji^l 
onto 16-bit by a Hungarian software 
house. Football's a funny old game. 

At Ihe beginning' of World Cup Soccer 



has of staying in the first division. Realism 
held the day and it's Brazil that you'll be 
facing on the big day. 

As well as attempting to battle your 
way through to the final itself, there's also 
a high score table which records wins, 
losses and ties. Any victory by more than 
two goals gets you extra points so it's a 
jood idea to give the USA a sound thrash- 
ng (and then beat their soccer team). 

Enough about the competition, what 
ibout the matches themselves? These are 
viewed from a a sort of side way s-and-a- 
bit-above viewpoint. Player control is fairly 
standard, by pressing the fire button you 
take control of the player nearest the ball. 
The fire button also controls shooting and 
tackling. However once the ball gets into 
the penalty area the game gets all 

itinctive looking. If you are defending 
screen is filled with a behind the 
goal viewTUiowing your keeper and the 
guy with the ball. The goalkeeper is then 
under your cotittol. Equally when you are 
attacking, yoiWTflfw suddenly changes to 
. close-up of lfie opposition goal. 
Jh e programmers have obviously been 
influenced by the injury record of Bryan 
Robson et al. Infftsquont fouls send players 
crashing to the gu5Bid with stars spinning 



90 you select your ham's nationalists fHund their heaVterfPa player gets a real 

from the not terriblylnspiring choifleot ^njpbby Stiles tbelJtretcher bearers come 

Italy, Spain, Belguim Lid, surprise, rushing onto the pitch to carry him off. 

surprise. England. (Clearly V^in aren't Such brulai tactics are likely to draw a red 

intending to do great business in card from the rot whose head and 

Glasgow or Dublin.) Whichs^Bfam you shoulders tak>' up a corner of the screen 

choose, it's your skill that's going to be. . * (He also blows his whistle and shouts out 

relied upon to get them to the final so veriour, instructions such as "Free Kick", 



picking Italy is no greater guarantee of 
success than picking lowly old England. 
Having selected your team, you have to 
get through the preliminary rounds 
against the likes of Japan and the USA. 

Once you've managed to get past this 
little lot, it's time to take on the big boys. 
Just when you thought you'd mastered 
the game, you find your defence left 
standing by pin-point passes from the 
West German forwards. 

Apparently the programmers wanted 
Hungary to be the team you confronted in 
the final. The Virgin bods were less keen, 
especially when it looked as if the Hun- 
garian team had about as much chance of 
being in Italy in June as Charlton Athletic 



"Throw In", "Scrap The Poll Tax" etc. 

The ref is a busy man 'cos World Cup 
Soccer '90 is fast, furious and. when 
Lakin's on the ball, very dirty. 
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The lad only has to boat the koeper 
H set England back in the match so 
why I* ho aiming straight at him? 




What? 6-0? Wall, I suppose 
alwoyi 1 994 - I never liked 
football mech anyway. 




WORLD CUP SOCCER '90 



review 




Pauls Hmm well I think we used up 
all the good football quotes in the 
last issue. (Perhaps good isn't the 
word I'm looking for.) So let's see if I can 
get to the end of this without saying 
"Over the moon" or "The lad done well". 

World Cup Soccer '90 is one of this 
year's best additions to what is becoming 
a very crowded market. In appearance 
it's not a million miles removed from two 
of the other really rather good games 
that have kicked off this year, namely 
Man Utd and Emlyn Hughes Soccer. As 




H we can't beat them 
kick 'em to death. 



we can at least 



well as the nicely animated players, there 
are also some neat graphic touches such 
as the cameramen, policemen and dogs 
standing by the touchline. The animated 
referee's head is a good touch and 
actually sounds like a ref rather than a 
speak your weight machine. In view of 
this, it's surprising that the sound of the 
crowd is so weak, bearing an alarming 
similarity to a cat stuck up a tree. What 
makes more noise than a cat stuck up a 
tree? Two World Cup Soccer '90s stuck 
up a tree, that's what. 

Like most good footie games the 
gameplay takes a bit of getting used to. 
My first game ended in a humiliating 10- 
nil thrashing at the hands of the Yanks. 
However, once I'd come to grips with the 
controls I was a happier and more 
successful player. There is loads of 
potential for skillful dribbling and well 
timed tackles. (Which probably explains 
why you lost 10-nll. Ed.) Tackling is tricky 
but realistic. Instead of being obliged to 
launch yourself into a sliding tackle to 
get the ball, it's more a matter of sticking 
your leg out at the right moment and 
really hassling the man on the ball. 
Opposing players don't give the ball up 
easily though and it can be quite a tussle 
so you might prefer to adopt Wimbledon 
tactics and just kick your opponent's legs 
out from under him. 

With all the footie games around this 
year, good gameplay is just not enough - 
novelties are the order of the day if a 
game is to get noticed. World Cup Soccer 
'90 has its fair share of novelties some of 
which, like the stretcher bearers, are fun 



HASSLE FACTOR: 1 

Takes quite a while to 
load. 



but a bit gimmicky. However, the goal 
sequence is fun and very effective. The 
sudden change in perspective can be a 
bit confusing but once the change is 
complete it adds a new dimension to the 
game. It works best if you are in goal. 
The keeper is agile and the whole 

sequence is really _ 

smoothly animated. 
If you're doing the 
shooting then things 
are a bit more tricky 
and I found it a lot 
easier to score if I shot from outside the 
area before the sequence had started. 

In the two player option the change 
of perspective is slightly less satisfying. 
Since in World Cup Soccer '90 football is 
a game of one half, there is no changing 
ends, so one player always views his 
own keeper head on and has to shoot 
while watching from behind the goal. 

Real football enthusiasts looking for a 
realistic World Cup simulation might be 
a little disappointed by the format of the 
competition which is more like a knock- 
out than the mini-leagues of the real 
thing, As with the lack of half-times and 
the less than useful high score table, this 
is presumably a hang over from the 
game's arcade days. However, though it 
may not be the most realistic simulation 
of the actual competition, most gripes 
are likely to be swiftly forgotten once the 
players have run out onto the pitch. Iff 
you only buy one footie game this year 
then you'll not be far wrong if you buy 
World Cup Soccer '90. 




Alan Rough demonstrates a chapter from The 
Guide To Scottish Goafkeep/ng. 
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A more natural winner than 
the England squad will ever 
be. 
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Ye Gods! It's the tenth century 
and chaos reigns in the land of 
Cron. West Berkbampstead has 
been engulfed by the Quagmire of 
Doom and dragons have taken over 
New Scotland Yard. Law and order 
has given way to sword and sorcery 
- which is pretty good news since 
you're more at home bludgeoning 
witches to death than handing out 
parking tickets. 

Might And Magic II is an open- 
ended adventure game in which you 
can wander almost anywhere and do 
almost anything. There are no set 
goals and no preset characters that 
you have to use. In fact, it's all rather 
confusing at first as you plough about 
beating up poor defenceless goblins 
and getting, erm... nowhere really. 

To begin with, you can create up to 
24 characters, any six of which may 
be drawn together to form an 
adventuring party. In other words, 
you can have four separate bands 
trogging about poking their nose into 
everybody else's business. The usual 
range of Dungeons 
And Dragons style 
options are 
available: race, 
character, class, sex 
and alignment. 
There are two 9 
level spell books 
containing 96 spells 
and a whole host of weapons and 
magic items to mess about with. A 
word of warning: 10 foot pikes are 
not suitable for children and gnomes. 

Five towns are available for 
exploration, each with an inn where 
different parties can meet up and hire 
thugs. Travel between the towns is by 
means of teleportanon. Enter the 
portal, pay your money and 
whammol New country, new bars to 
get arrested in. It's a bit like travelling 
on French motorways but without 
granny getting carsick. 



Your finest ale Sir. 
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WHAT'S WHAT 


TITLE 


| Might And Magic II 


PUBLISHER 


New World 
Computing/U.S. Gold 


PRICE 


T.B.A. 


FORMAT 


Amiga/PC 


RELEASED 


Easter 



MIGHT 
MAGIC II 

By the orb of King Kalohn The Vanquished and the jacuzzi 
complex of the fabled Water Lords, I conjure thee to take a 
peek at Might And Magic II. May your loins be fruitful and 
your goblin chopper well bloodied... 





This charming green brain-eater wants 
to nibble Lakln's noddle off. 
Unfortunately he's got no brain 

Splg Of The 

Whastes Of Elfin 
Buttocks Jnr: My 

dad's still great with 
child and somebody 
has stolen my best 
marble. {Get on with it 
Ed.) Erm, yes. right. I'm in two minds 
about M&M II. The actual game system 
(combat calculation, spells etc.} is 
sophisticated but user friendly. 
Limitations of what you can carry, wear 
and use make sense (except that the 
same suit of armour can be worn by a 
three foot gnome or a seven foot half-ore) 
and the keyboard driven options make 
actions speedy and convenient. 

Unfortunately, the game is hampered 
by daft use of graphics. For example, 
walk into a pub and a barmaid will appear 
and ask if she can help. Say no and she 
disappears. Has she exploded or what?! 
This is the case with all encounters and 
though it doesn't interfere with gameplay, 
it seems a bit silly. And the locations all 
look the same until you hit a subquest 
Another feature of the game is dead 
annoying - you can only save a game at 
one of the five inns. What tends to 
happen is you troll about killing 
monsters, gaining experience and then 




This nice white-beared elderly 
gentleman wants to sell me a 
disembowelling hook. 



HASSLE 
FACTOR: 0 

Two disks, 
no juggling. 



die before you make it 
back home. So it's ba- 
ck to square one. It 
doesn't help that you 
have no idea how 
powerful monsters are 
until it's too late. A 
mean looking group of demons turn out 
to be a cinch, but a band of poofy wood 
elves pack bows like bazookas. 

Might And Magic II is perhaps a bit 
heavy on the combat side and light on 
brain teasers. It'll appeal to adventurers 
who are more interested in mapping and 
disembowelling than using their grey 
matter. If you're into graphic style 
adventuring, then it'll prove a big 
disappointment. But RPG players who 
enjoy a well-constructed game system 
and enjoy mutilating mythical beasts will 
love it. Yep, you pays your money and 
takes your choice. 

Can I have my marble back now? 



GRAPHICS (J) ADDICTIVENESS £) OVERALL 
SOUND© EXECUTION (JJ 72 



HACK 'N' MA 
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are no 
friendly bobbies to ask 
for directions, just packs 
of giant rabid rats etc., making a 
map is pretty essential unless 
you're a complete plonker. 
Fortunately, if one of your 
characters has Cartography skills 
(and presumably a damn good 
memory), you can turn on the 
auto-mapping function. This is 
Middlegaffe, a sleepy town 
disturbed only by the barking of 
dogs and the bone-crunching of 
roving gangs of mutant zombies. 



ZERO 



rA ME OF DRAGONS, CRIGHONS 
AND SPRITE CONSTRICTION 

very good reviews) 




DRAGONS BREATH 

- THE FANTASY STRATEGY GAME OF 1990 
You feel that you are creating magic" 89% THE ONE 

Graphics are excellent, and the stereo sound effects are 
superb... go for it." 89% C&VG (C & VC HIT) 

"Pretty tasty., great feel and depth." 92% CU (Screenstar) 



ST/AMIGA R.R.P. £29.99 




SHOOT-'EM-UP CONSTRUCTION KIT 
- WHY WAIT FOR US TO CREATE THE GAME 
YOU'VE ALWAYS 
WANTED TO PLAY! 



"The only restriction on your games writing 
ability will be your imagination!" 86% ST FORMAT 

"Plenty of fun., highly recommended." 84% THE ONE 

"If you've ever wished you could create your own games, 

this is a dream come true". 92% ZZAP! (GOLD MEDAL) 

ST/AMIGA 
R.R.P. £29.99 





FUTURE WARS - m 
THE AWARD WINNING, BEST-SELLING 
CLASSIC INTERACTIVE FANTASY. 

Be prepared to have a really good time defeating the 
crughons!" 91% ZZAP! 

"An enjoyable, well presented product with a lot of depth. 
I whole-heartedly recommend it" ACE RATED 910 

"Brilliant." 90% ZERO 

"Set to become a timeless classic" 90% THE ONE 
ST/AMIGA R.R.P. £24.99 




PALACE SOFTWARE - ART FOR GAMES' SAKE 




Shoot! I was still in Saigon or 
was it East Germany er.. or 
perhaps Libya! Erm... Anyway... 
they say in LHX Attack Chopper 
that if you want something bad 
enough, you can always get it. I 
wanted a mission... David 
Wilson 'played' The Ride Of The 
Valkyries on a comb and 
greaseproof paper and got to 
grips with Electronic Art's new 
helicopter combat flight sim. 




It probably hasn't 
escaped your notice 
ZEI jt'eV that flight sims are 

^Sr^'oCx/ verv at me 

^B^—jSA moment. But if 
^^"4 W~ ) you're sick to death 
of 'sky jocks', then 
why not try your 
hand at a combat 
helicopter flight? This is where LHX 
Attack Chopper comes in. It's 
Electronic Art's latest venture into 
the world of flight sims and it lets 
you fly loads of different missions in 
Libya, Vietnam or East Germany. 
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Like the hi-tech 'Instrui 



panel'? 



For these you'll have the choice of 
four helicopters, two 'slicks' 
(transports) and two 'guns' (gun- 
ships) and an array of hardware. 

EA have deliberately opted for a 
game that combines flight sim and 
arcade action. The level of simula- 
tion has been reduced to make the 
game instantly accessible. Although 
LHX does come with a 128 page 
manual, it's actually possible to load 
the game up and fly. (You won't get 
very far, but it is possible.) For 
slightly longer game length, you'll 
need to become 'au fair* with the 
'Electronic Counter Measure' panel. 
Oh, and it also could be useful to 
learn how to shoot things! 

Right, so you've chosen a 
mission, a helicopter and armed it to 
your taste. You will then see a map 
of the terrain showing your 
objectives. Once you click okay, 
you'll then initiate a nice routine 
where you zoom in on the map right 
down to focus on your helicopter on 
the runway. If you've opted to 
escort some other helicopters or a B- 
2 Stealth Bomber, then these will be 
sitting on the runway too! (Try to 
avoid the temptation of shooting 
them.) Your Head Up Display (HUD) 
will give you a heading and off you 
jolly well go. Here you can opt for 
'Time Compression' which increases 
the time scale and helps you 'speed' 
straight into action. Once you find 



CHOPPER SHOPPER 

Right, I'm almost set but I've still to 
choose a chopper! It's ■ tad tricky 'cos 
■onto are much bettor suited to certain 
missions than others. 



OTho APACHF Is Hie latest US Army strike 
helicopter, development from the HUEY 
COBRA, me first helicopter 'gwnshlp'. 

The next generation strike chopper, the 
eponymous LHX. 

OYovr first transport helicopter. It's o 
SIKORSKY S-70 BLACK HAWK, the 
contemporary US army transport. 

O Another hop Into the future with the 
BELL /BOEING V-22 OSPREY. This baby's 
tricky to fly, because It features a HH rotor 
feature that allows ft to fly as a helicopter er 
e plane! 
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LHX ATTACK CHOPPER 



review 




RETCH FOR THE SKIES 

As Telly Savalas recognised "A picture paints a thousand 
words" so come with us now, as we join 2nd Lieutenant Amy 
Johnson on a sample mission... 



KCHO 
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enemy targets, the action comes 
thick and fast (remember to click 
bock to 'normal' time scale again!) 
You'll get a visual warning if 
enemies search or track you with 
their weapons guidance systems. 
This is your chance to take evasive 
action and to use your jammers. If 
this is unsuccessful, then you'll get 
an audio and visual warning 
alerting you to an incoming missile 
and telling you if it's of the Radar or 
Infra-Red variety. I suggest you now 
drop a flare or some chaff. 

Okay, so then you perform your 
task, whether it be talcing out a 
ground or air target, dropping or 
picking up supplies or personnel. If 
ifs the latter and you're flying a 
strike chopper... erm, then you've 
made a bit of a hash of it, haven't 
youl? If you're in a transport, then 
you've got other skills to master. 
Supplies can be winched and men 
con be picked up by hovering below 
10 feet. Right, your HUD will now 
give you the heading for your 
landing strip so hover off and you 
can be home in time for tea. 

The game plays smoothly and 
quickly, and the detail is pitched at 
a high level. At low altitude you see 
ground detail, including those trusty 
dots which provide the invaluable 
warning of the proximity of terra 
firma! In external view, you can see 
your shadow too! There are trees 
and buildings, even camels in the 
Libyan scenarios! Thrill as you pick 
up personnel and you can see them 
waving their arms about! When you 
'lock on' to a target, you'll get a 
tracking camera following and 
magnifying your target. Fire a TOW 
wire guided missile and you can get 
a missile eye view and steer it to its 
target! It's so exciting, I simply can't 
write any more, I've got to go and 
play it. Er... let's have a box-off. 



WHAT'S WHAT 


TITLE 


LHX Chopper 


PUBLISHER 


Electronic Arts 


PRICE 


E39.99/T b a 


FORMAT 


PC/ST & Amiga 


RELEASED 


Out now 
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LHX ATTACK CHOPPER 





m 

Difficulty 1 (very easy) 




fines 3re afTiateur 



avid: Ever since I read the 
brilliant Chickenhawk - a 
book by Robert Mason detailing 
his exploits as a helicopter pilot in 
Vietnam - I've been keen to find a 
computer game that could do justice to 
such hair-raising combat flights. Let me 
tell you, LHX Attack Chopper comes 

close! My main 
reservation is 
that the flight 
sim part of the 
game is over- 
simplified. 
Helicopters are 
one of the 
trickiest things in 
the world to fly 
— (Ask Mike Smith! 
Ed.) In a real chopper, you've got two 
joysticks to start with - the Cyclic 
Control Stick and the Collective Pitch 
Control Lever - and then there's the 
Directional Control Pedalsl I know that 
EA deliberately chose not to opt for the 
complexity of, say MicroProse's 
Gunship, but they may have gone too 
far the other way. All the helicopter's 
controls are 
simulated by the 
movement of 
one joystick 
which admitted- 
ly makes the 
machine easier 
to fly. There is a 
further key that 
lets your heli- 
copter perform 
feats that would be impossible to a real 
helicopterf Features like this obviously 
make the game more accessible, but it 
would have been nice to have the choice 
of more sim and less arcade. 

This gripe aside, the game is brilliant. 
There are a wealth of missions and 
scenarios, four different helicopters to 
pilot (each with different characteristics 



Difficulty j i very hard) 



Enemies are expert 




This U the Oiprey In external viewing mod*. Oh, If* also iho hardest to fly. 
Look, there'* a mm over there with lomt large and expensive photographic 
equipment! (Actually, lf% an oitfJ-hef/cofrrer uroapon. Ed.) 



and control panel layout), different 
weapons and loads of variables to adjust 
the difficulty level etcetera. 
One clever option allows you 
to opt for less cockpit detail, 
thus freeing valuable 
memory to allow the game 
speed to increase! The vector 
graphics don't disappoint and 
the multiple external views, including 
from an enemy target looking at you{!) 
are a treat! Mountains have a tendency 
to suddenly loom quite large but appear 
far enough to allow you to take the 
appropriate course. 

There are a lot of elements in this 
game that contribute to the atmosphere. 
One of the overiding fears in 
Chickenhawk was the pilot's feeling of 
vulnerability as he sat in his plexi-glass 
cockpit. This is a cause for concern in 



HASSLE 
FACTOR: 0 

Disk Hassle? Two 
disks, no hassle. 



LHX too. You can take hits that destroy 
instruments, 'hardpoints' (weapon 

mounts), your rotors(l) or- 
the case in point - youtl If 
you want to live to receive 
a Purple Heart, then you'd 
better hop it to the nearest 
airfield pronto! 

And that's it really. My 
main complaint was that I would have 
preferred more of a sun element. There 
is also the extremely dodgy (not to 
mention historically inaccurate) political 
aspect where the US Army are cast as 
the heroes of South East Asia etcetera. 
Anyway, it's a very accessible game 
that'll get you airborne in no time. Little 
challenge to fly but big challenge to 
outsmart the numerous 
enemies! Read the book and 
buy the game. 



On one Libyan mission you get to fly Johnny Morris on a photo shoot with □ 
camel. On the right Is our quarry and on the left, the 'roal thing'! 
Normal Johnny Morris voice: "Hollo Mr Camel," 

Deep Johnny Morris vo/ce: "Oooh, loooh. If ■ a Sikorsky 5-70 UH-60A Black 
Hawk. You don't see many of those around..." (Are you sure about Mils? Ed.) 
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A huge helicopter com tint sim 
thai puis you in (he hot seat ol 
lour modern/future choppers. 
Atmospheric but a tail skimpy 
on the sim side. 



THE TIC-TACTILE GAME 

imple in concept and easy 
play. Catch the coloured 
is with the paddle and flip 
•m into the bins to make 
le coloured stacks, 
jonals and rows of three. 
>unds easy? It is! The hard 
irl is pulling yourself away 
im me game, mm 



THIS IS THE 90's 

THIS IS H 



The latest craze 
from California! 
99 waves of sheer fun! 
The fastest selling 
coin-op ever! 
Addictive and challenging. 
Make multiple klaxes for 
massive points! 
Challenge your friends li 
" ead action. 
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The Nam to CoiH-Op Conversions 

Available on: Atari ST, Amiga, IBM PC 3.5 & 5.25 , 
Commodore 64 (cassette, disk) Amstrad (cassette, disk) Spectrum +3, Spectrum 48/128 

Programmed by: Teque Software developments Lid. Atari ST Sireenshois 

Published by Domark Ltd. Ferry Houta, 31 -S7 Loiy Rood. London SW1S 1PR Tel: O1-70O2224 
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Tank games are like buses: there aren't any around for 
ages and then suddenly loads turn up at once. Well, 
now the number 73 has arrived - in the form of Tank, 
the Ml Abrams simulation from Spectrum Holobyte. 
Duncan MacDonald sneakily flashes an out-of-date 
travel card at the conductor and boards this now 'tank 
bus' to check out the details. 



The tank simulation is a peculiar 
beast. It's sort of a strategy game, 
but it's the kind of strategy game 
that people who don't particularly like 
strategy games can enjoy - because you 
can 'get your hands dirty'. Map-reading 
and planning of tactics is fused with real 
in-tank action. Basically a tank simula- 
tion is a thinking man's shoot 'em up - 
and this offering from Spectrum 
Holobyte is no exception to the rule. But 
at the end of the day the map is the all- 
important part of the game, so where 
better to start? Here's a map from an 
atlas to get you in the mood. 



Right, now time for the Tank map. 
There are three, actually: Fort Knox (the 
training ground). Central Europe and The 
Middle East. Let's toss a coin: heads and 
we'll show you Fort Knox, tails Europe 
and if the coin lands on its edge you'll get 
The Middle East. Flick. Right, Europe it is. 

Here's the first mission in the Central 



■ 

■■ ■.. 
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This is the island of Yell. It's part of 
the Shetlands and lies further north than 
Oslo. Formed during volcanic activity in 
1345, Yell is now popular with 
ornithologists because puffins nest 
there. Apart from that it's totally useless. 



WHAT'S WHAT 


TITLE 
PUBLISHER 


Tank 

Mirrorsoft 


PRICE 


ST/ Amiga T.B.A. 
PC £34.99 


FORMAT 


ST/Amiga/PC 


RELEASED 


ST/ Amiga: T.B.A. 
PC: May 



Your tanks, Ml Als (four of the blighters). 
B,C,D & E The enemy tanks, mostly T-72s. Four 
groups, each containing three tanks. Guess 
where they're heading? For you, that's where. 

A fuel dump. You don't want it to be blown up 
They don't care. A hill. A road. Another hill 

The main menu. 



Europe scenario (there are five missions 
to each scenario). Basically, you have to 
destroy all advancing enemy tanks before 
they destroy the fuel dump. You can put 
all your tanks on auto-pilot or leave three 
on auto and take control of the remaining 
one. The thing to do first though is to 
check out (and use) the options from the 
main menu (choosing a particular option 
will bring up a list of sub-options - it's all 
very logical and quite easy to get to grips 
with). MOVE gives you the chance to 
program your tanks' route. (The sub- 
menu allows you to give each tank up to 
five pre-set destinations - although in this 



Here's on Ml. Blimey! Leek at all 
those big holes In Its side. 

case staying put might be a good idea.) 
SPEED allows you to programme each 
tank's, erm, speed. FORMATION is also 
self-explanatory, but it's worth knowing 
that there are eight tank-formations to 
choose from. The HQ option is quite a 
biggie, giving you loads and loads of sub- 
menus. Basically though, you can call on 
help from your artillery or attack aircraft 
(you show them on the map where you 
want to shell or bomb). Or you can send 
reconnaissance aircraft over the terrain to 
check out the enemy positions (they'll be 
updated on the map). INTELLIGENCE 
gives you all sorts of information while 
ZOOM does what it says - from satellite 
height all the way down to detailed views 
of all the vehicles and ground detail. 

NEXT PLATOON and 
NEXT TANK switch 
you, on-map, between 
the different tanks and 
platoons (although 
there's only one 
platoon in this 
particular mission). 
TANK INFO gives you 
exactly what you'd 
expect (i.e. informa- 
tion on a highlighted 
vehicle) while 
DETATCH/ATTATCH 
allows you to send 
single tanks off on 
lone missions. In a 
mission with four 
allied platoons you 
can detatch them all, 
meaning there are 16 
tanks all going their 
own way and doing 
their own 'thang'. EXIT 
GAME puts you in the 
position of being able 
to load in Tetris (or 
something). 
An entire game can, in theory, be 
carried out purely on the map - but that 
would be silly given the quality and 
diversity of the in-tank graphics (EGA 
only, but very good nonetheless). Lack of 
space forbids in-depth explanation of all 
the views possible, so let's just say that 
every single one you could want has 
been catered for - there's even a drone 
camera that you can send anywhere on 
the battlefield: you can rotate it and 
everything... it's like having Kate Adie and 
a camera team on call. All the tank 
controls are there for you to use (as long 
as you remember to take the bally thing 
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off autopilot, that is). The Gunner Screen 
lets you play about with laser sighting, 
binocular mode, shell loading, choice of 
shell and a host of other things. The 
Driver's Screen gives dial freaks loads of 
guagesto look at, smoke generating 
freaks a button to press (which releases 
smoke blankets) and thermal periscope 
freaks the chance to switch to night-time 
vision. Oh, and you 'drive' the tank from 
here as well (and that includes changing 
gears as well as just steering}. There's the 
Machine Gun Screen which puts you in 
charge of a topside mounted 12.77mm 
job, useful for firing at light armoured 
vehicles and aircraft. And there's the 
Cupola Screen (which is the moving 
observation turret) and also the Turret 
Topside View where your head sticks out 



mm? 



Yse hah! Lieutenant Jobber has 
dinged ■ T-72! 

of the top of the tank - you get the best 
views from here but it can be dangerous. 

8y jiggling between the different tank 
views and the map screen all the 
information you need is at hand. The 
terrain is undulating and the laws of 
physics and mechanics prevail - so if 
quick progress between A and B is your 
prerogative, try to stick to the roads - 
(though flat ground can make your tanks 
sitting ducks). If you want a fight, 
popping into the hills moans you can 
engage in some 'hull-down' malarkey. Or 
there's the library of numerous armoured 
vehicle battle tactics to call upon such as 
the famous Derriere d'Artignon 
Rearguard Action, a manoeuvre much 
favoured by Monty in the deserts of 
Noah Africa during World War II. 





vnc: The trouble with this gamo. 
for me, is that it's a thinking 
man's shoot 'em up - and I'm not 
very good at thinking. I can normally get 
around the problem in various cunning 
ways, but when faced with the kind of 
challenge posed by an in-depth tank 
simulation I find myself reeling. "Aim 
your gun over there and shoot everything 
that moves." Fine, I can handle that. 
"Drive to the top of that hill and then 
drive back down again." No problems. 
"Split your three platoons and guard the 





Blloiey, this Is Ilka shooting fish In a 
(Yes, but you ara an the easiest level. Ed 



Oh-oh, incoming! Let's SCOOt ovor 
that hill. 

bridge from six enemy tanks." Er, er, er. 
"Four enemy platoons have you 
surrounded, you're under fire from the 
artillery and enemy air support is on the 
way. Engage and destroy." Strewth! 
Spectrum Holobyte's Tank delivers 
difficulty with a capital D and realism 
with a capital R. (It's worth mentioning 
that some of the team responsible for this 
game also coded and designed Falcon.) 
Because of the amount of strategy in a 
simulation of this type, the method of 
inputting orders to the map screens is all- 
important - and \nTank it couldn't have 
been implemented more logically: it's all 
very user-friendly, with the main menu 
leading you into a plethora of sub-menus. 
No need to keep referring to the manual 
because you've forgotten which key takes 
you into Close Air Support 
mode, it's there on-screen 
(key C, fact fans). 

The battlefields them- 
selves are totally ginormour 
and strewn with hills. Using 
the absolutely brilliant 
ZOOM function, you can 
highlight the area contain- 
ing your platoons (or the 
enemy platoons) and cycle 
in from satellite height. As 
you get nearer the ground, 
tiny dots start appearing. 
Carry on zooming in and the 
'zoom view angle' starts to 
change - like an aircraft 
pulling out of a dive. The 
.) dots start getting bigger, 



HASSLE FACTOR: 0 

No disk faffing, 
no waits. 



revealing themselves to be tanks, houses 
telegraph poles, bridges or whatever - 
and you can see the horizon in the 
distance. Neat stuff. The myriad views 
from the tanks are pretty smart too, with 
lots of 'outside shots' to help you 
orientate yourself. The feeling of going 
up and down hills is rather spiffy too - 
especially when driving along a road. 
There you are with a short uphill stretch 

in front of you, 

framed by the sky, 
and then you reach 
the crest of the hill 
- the tank plops 
down over the top 

and suddenly the road stretches off into the 
distance, eventually disappearing from 
view at the top of the next hill (which 
really looks as if it's about three miles 
away). This feeling of being so small in a 
vast landscape does every-thing for the 
atmosphere of the game. There's never 
the nagging awareness that you're 'next 
to the edge of the map'. 

The gameplay is, well, as I said, er, 
rather hard: even on the 'beginner' level 
(intermediate and advanced are a total 
nightmare). But who cares. This isn't the 
sort of game you load up and get to grips 
with in 10 minutes or the sort you get 
bored with in about 10 hours. It's the sort 
of game that teaches you as time 
progresses. There's a hell of a lot to learn 
but the manual is as well thought out as 
the game itself. Hmmm, Spectrum 
Holobyte's Tank pips Microprose' Ml 
Tank Platoon to the post in my opinion. 
It's better laid out and gives the 
impression of being much bigger. In fact, 
I think I'll even stick my neck out to say 
that what we have here is the Falcon of 
Tank Simulations! 




Hurrah! Mission accomplished! Last 
ona back to base b ■ bllmmln' ninny! 
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The most satisfying lank 
simulation so far. It's falcon 
on the ground - shame it's 
only EGA, 



review 




ISLANDS 



Somewhere over the rainbow you'll find Richard 
'Tin Man' Pelley and Paul 'Cowardly Lion' Lakin 
taking a break from vandalising the yellow brick 
road and playing Ocean's new platform game. 




hUzsm? r^* on Sr - l * l-nd whm io * in>*ct«, wmtk « h.1. 

nttrplllar. Shoot with a rainbow, or burst one ovor his hood to kill the bllghtor. 

Rainbows aro vary useful things for walking ovor, for colloctlng goodlos and 
killing nastlos. As you can soo. Hie rainbow has all the colours of the, or, rainbow. 
3. Inn, Tow. 

4 ;J?" [" mP Rr##ty hl " h ' ""* »•* high onoogh to got onto so 

platforms - but a quick rainbow should do the trick. 



b is a young nipper who, 
rather than watching 
Rainbow on telly, prefers 
to shoot the things at dirty 
great spiders and fork lift trucks 
whilst clambering up the sides of 
mountains. Hardly appropriate 
behaviour for someone of his tender 
age. However, he has good reason 
to do so because Mr 
Meany Pants himself. 
Baron Von Blubber, has 
whipped Bub's giriy off 
to The Rainbow Islands. 
All this after Bub (with 
help from his chum, 
Bob) went to the trou- 
ble of rescuing her in Bubble Bobble 
(the prequel), with hardly even a 
chance for them to have a snog 
between games! Tchl This time 
though, Bob's stayed home, leaving 
you - as Bub - to handle the action. 

There are four vertically scrolling 
rounds in each of the seven islands 
which you must conquer, each 



HASSLE 
FACTOR: 0 

The only real hassle is 
trying to tear yourself 
away from it. 



of those 



island having a different theme with 
different baddies. For example 
there's Insect Island with, erm, lots 
of insects. Combat Island with lots of 
trucks and things, and Arkanoid 
Island, which bears an uncanny 
resemblance to a certain game. At 
the end of each level there's also a 
mega-nasty to deal with. 

Fortunately, at the 
touch of a burton (fire, 
actually) you can create 
lots of rainbows, which 
are dead handy for 
walking across, jumping 
onto, ironing socks and 
cleaning windows with. 
Fire one directly at a nasty and a 
piece of fruit will appear. Trap one 
underneath a rainbow, or break one 
above his head and a large bonus 
appears. Yep, I lurve bonuses and 
Rainbow Islands is riddled with 'em; 
new ones pop up on every level. 

Well, that's the game in theory 
but how does it play? Read on... 
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Rich: I wouldn't say 
that Rainbow Islands 
is very good on the 
ST. Nope. 'Bleedin' 
ber-illiant' is a slightly 
better way of putting 
t. Playability-wise, 
t'sgot it all (and 
more besides). It's 
simple, controls are 

«IIKT"y user-friendly and 
-JS\ once Vou'vi? started 
I playing, addictive- 
ness is the name of 
the game. 

Graphics are a tad 
on the jump-out-of- 
the-window-with-amazement side too. 
Check out the tremendous detail of the 
backgrounds, characters and the brillo 
animation. Sound is also pretty darn 
good, with a different groovy tune 
accompanying each level and natty 
sound effects throughout. Rainbow 
Islands is one of the best games I've 
played in ages. If anyone's i 
planning to buy a game for 
their ST, then this is the one to 
go for. Trust me. I'm a doctor... 



GRAPHICS 0 ADDICTIVINISS 0 OVIRAlt 
SOUND Q EXECUTION 0 93 



Paul: Rainbow Islands 
is very well put 
together with clear, 
colourful graphics and 
reasonably slick 
gameplay. There's a 
nice balance between 
difficulty and possibility with lots of 
encouraging little bonuses to pick up 
along the way. 

The use of rainbows as weapons is 
an imaginative, if slightly cutesy, idea 
particularly as they can be used to trap 
as well as shoot nasties. It's also 
possible to walk up them but I found this 
a tadge unreliable as they often 
crumbled away faster than granny's 
stodgiest crumble. 

For most of the game the soundtrack 
is really impiessive but at moments of 
great tension its cheery tinkly tinkly tune 
is guaranteed to drive you up the wall. 
While you're there you'll probably meet 
an end of level nasty and that, quite 
frankly, will be the end of you. 

Rainbow Islands is a tough 
little cutie and will be loved by 
platform players. 




GRAPHICS 0 ADDICTIVENESS 0 OVIRAIL 
SOUND 0 EXECUTION 0 87 



WHAT'S WHAT | 


TITLE 


1 Rainbow Islands 


PUBLISHER 


Ocean 


PRICE 


| C19.99/E24.99 


FORMAT 


ST/ Amiga 


RELEASED 


Out now 
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Carefully avoiding 
jokes such as 'tanks 
for the memory' and 'I 
had trouble with the 
controls because I was 
tanked up', Duncan 
MacDonald and David 
Wilson have a look at 
Sherman M4, the new 
tank 'simulation' from 
Loriciels. 



I MAN M4 r 

^^^^^ Sherman M4 All the vehicles can be remote 

A plunges you bock controlled from rhe map. You click 
50 vears to tho on the relevant number Lou / 1 ( nr 





Sherman M4 
plunges you back 
50 years to the 
Second World War - a time when 
tanks still had funny little porcelain 
handles to pull and dials to let you 
know when they were running out 
of coal. In Sherman M4 you get the 
chance to take control of four of 
these little beauties (and a couple of 
slightly use-free jeeps). There are 
three campaigns on offer, each of 
which actually happened in the war: 
The Normandy Landings, The Battle 
Of The Ardennes and The North 
Africa Campaign. Each of these three 
campaigns is further sub-divided 
into five battles, which can be 
fought in any order you desire - 
unless you fancy yourself as a bit of 
a pro, in which case you can take 
them all in succession, with losses 
from one fight being carried through 
to the next. As with all tank games, 
navigation and tactics play 
an important role so you 
won't be surprised to hear 
that there are some rather large 
on-screen scrolling maps to digest. 
In fact, let's have a gander at one... 

IE FIRST BATTLE IN THE 
ARDENNES CAMPAIGN 



Tfie red dots are your boys: 
the four Shermans and two 
rather useless jeeps (with 
absolutely zero firepower 
and square wheels). 

Oh dear, some orange dots. 
Never have orange dots 
been so alarming. (They're 
the German tanks, you see, 
and they're heading right 
for you.) 

Basically you've been 
ordered to leg it, and this is 
where you have to leg it to. 
You can refuel here, and get 
patched up. (And have a 
picnic if the weather's nice). 

If you haven't just crawled 
out of bed after a 36 hour 
drinking binge, you may 
have realised that this blue 
line is a river - and as your 
Shermans aren't of the 
underwater variety, you 
may have twigged that a 
bridge of some description 
might be needed. But where 
is it? 

Oh. There it is. A bridge. 
A road. 

Some houses and things. 



All the vehicles can be remote 
controlled from the map. You click 
on the relevant number key (1 for 
tank one, 2 for tank two, 5 and 6 
for the jeeps etc.) and then drag a 
flashing cursor dot to the required 
destination - and in this case the 
bridge is a good starting point. Once 
you've implemented all this you can 
click into 'inside tank' mode. Filled 
vectors ahoy, as you survey your 
other tanks and note the triangular 
trees zooming by. You can take over 
the controls of the vehicle you're in, 
simply by moving the joystick. A 
1 80 turn to face the bosch and a 
quick switch to periscope mode to 
find the nearest Panzer. Pan the 
horizon. Aha - a little silver blob 
and it's getting bigger. Back out of 
periscope mode and raise the gun 
barrel - because as 
soon as the enemy 




tank comes within range it'll be time 
to fire. Maybe it'd be a good idea to 
cross the river, blow up the bridge 
and head off to Calais? Then again 
maybe it wouldn't. Ifs this sort of 
decision-making coupled with the 
shoot em-up element that you have 
to jiggle between - and so the game 
can be played in different ways. 

The three maps (Normandy, 
Ardennes and Desert) are each three 
screens deep and contain a few 
surprises. Not only do you have the 
tanks to contend with, but also 
bunkers, patches of quicksand, 
minefields, heavy artillery guns and 
churches. (Eh? Ed.) Each time you 
take an enemy stronghold, you'll 
spot a flagpole which you have to 
touch with your tank: the enemy 
flag will disappear to be replaced 
by the star spangled banner. The 
front end of the game is full of 
options so can make the game as 
easy or as tricky as you want. 



ZERO 



WHAT'S WHAT , 


TITLE 


1 Sherman 


PUBLISHER 


| Loriciels/US Gold 


PRICE 


1 PC/Amiga £24.99 




ST £19.99 


FORMAT 


ST/ Amiga/PC 


RELEASED 


Out Now 



review 




There's two o* my chums. The front one Is dead, or and the second on* isn't. 




Dune: Having 
struggled my way 
through Microprose's 
Ml Tank Platoon a 
few issues ago. I was 
rather pleased that 
the manual for this 
Loriciels tank sim wasn't particularly 
massive- So Sherman M4 isn't as 
complicated as eight Wankel rotary 
engines then? Indeed not, and Loriciels 
readily admits that it isn't intended to be 
a 'definitive' simulation as such - but a 
cross between a shoot 'em-up and a 
simulation. And guess 
what? They're right! 

Now the first thing I 
lend to do when writing a 
review is to think to myself 
"art yes, but what would I 
have done if I'd written the 
game?" Well, in this game 
I'm afraid the first target is 
the tank cannons. As WWII 
Shermans weren't computer aided, a 
tank commander would have to elevate 
the cannon dependfng on how far away 
he thought the target was. Faff up the 
angle and you'd have to take another 
shot. Not so in Sherman M4. As soon as 
an enemy tank is visible to the naked 
eye it can be hit by a shell fired at 
maximum elevation. Pretty easy really, 
which means your only problem is that 
you're outnumbered - which isn't a 
problem when you realise that your 
tanks (and the two rather useless trucks) 
can outpace the enemy and run away 



HASSLE FACTOR: 3 

Lots of niggly little waits 
between the map screen 
and the tank screens - 
even Mother Theresa 
would get impatient. A 
small amount of disk 
swapping too. 



with ease. In other words, the game is a 
tad on the easy side. I completed the 
entire Ardennes Campaign on my fourth 
attempt - although I'll admit that the 
Desert Campaign stumped me slightly. 

However, having slagged that side of 
it off. I'll quickly add that the compulsion 
to have another go is certainly evident 
from the word go. That means it's 
addictive with a capital "A". Erm, a 
smallish capital 'A', anyway. The 
graphics are quite nice, as you'll see 
from the screenshots {and yes. the 
drivers hands do move). Everything 
scrolls quite smoothly 
and the sound's good 
too, with continuous 
engine noises from the 
tanks and sampled 
explosions. 

At the end of the day. 
I reckon Sherman M4 
could do with a little bit 
'more' put into it. Just 
fixing the cannon elevation quirk would 
have made a lot of difference - I don't 
know about you. but I love trying to suss 
out angles and stuff while under press- 
ure. (Weirdo. Ed.l So as Loriciels says, 
we have a cross between a shoot 'om-up 
and a simulation. It almost worked - it's 
just a tiny little bit off centre. 




David: Not a lot of 

people know this but 
the Sherman M4, the 
Allied main battle tank 
of the Second World 
War, was a bit crap. 
Compared to its 
German opponents, it was light-skinned 
and an easy target. Still, looking on the 
bright side (unless you were a tank crew 
member) they were easy to maintain 
and build. Hurrah) Furthermore, it saw 
action in all the major campaigns of the 
war and so it's a pretty good tank to 
base a game around. 

Anyway. I really enjoyed Sherman 
M4. Okay, so 
it's not a sim to ~ 
be compared 
with Ml Tank 
Platoon or 
Tank, but it's 
instantly 

accessible and highly playable. The 
graphics are crisp and smooth and 
you're able to see everything that's 
happening. The tanks look like their real 
life counterparts, but mastering the gun 
elevation is tricky. Yep, although Dune 
was disappointed by this aspect, I 
frequently had problems. Maybe the PC 
version demands more accuracy. The 
temptation is to let the computer control 



HASSLE FACTOR: 1 

Two disks, but new loads 
boot 'em quickly on the 
trusty PC. 




GADI That was close. Still those loops aren't 
much cop anyway. 

a tank up to the point where it takes aim, 
then opt for manual control and press 
the fire button. Still, there are many 
parameters to adjust the game's 
difficulty, a nice variety of scenarios and 
locations and good sound. If you don't 
have time to master a manual the size of 
the Old Testament and you fancy some 
frenetic tank action, then you could do 
much worse than Sherman M4. 
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It's a lank simulation except 
it's got the (eel of a shoot 
'em-up. A good stepping 
stone into the world of the 
serious and in-depth tank sim. 
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A rather nifty lank game 
mixing arcade action ond 
simulation but with the 
emphasis on the former. 
Accessible and fun. 
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Ever fancied romping through a forest (and 49 other 
locations) populated by hordes of weird garden gnomes? No, 
nor did David Wilson. But we ordered him a pint of whatever 
UbiSoft are 'on' and sent him into their new game Fred. 
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software arrives in the ZERO 
" i office, because these games 
usually reflect different cultures and 
humour and subsequently, you end 
up with a product that is 
refreshingly different. Where games 
from our French chums are 
concerned, this usually interprets 
itself into a game that's very Weird 
{with a capital 'W')l Even a tried and 
tested formula can be given 
a bizarre Gallic twist. Fred H - 
from UbiSoft is a case in " 
point. It has a familiar ° 
scenario involving a ° " "' 
handsome prince in love w 
a princess, but Fred sti 
manages to rate a near maximum 
score on the ZERO Weird-ometer. 
You get to play the hero, er... Fred, 
in his quest to break the evil spell 
cast upon him by the wicked troll 
Ultimor. You see Ultimor was 
envious of Fred's good looks, and 
his success with the ladies, so in a 
pique of jealousy he turned Fred into 
a horrid little wimpy, stumpy sort of 
fellow. This is you (hem, hem), and 

your mission is to fight your wa 
through 50 locations 
Ultimor and 'sort hi 
thus removing the sp 
you weedy enough 



David: Fred is a 
graphical treat. It's an 
arcade adventure 
with a generous 
dollop of humour. 
When your character 
gets hit he makes a 
funny noise and stars appear around his 
head. There are a host of horrid 
creatures for you to encounter, including 
bats, skeleton warriors, ghouls, headless 
zombie gnomestl). warthogs and 
wizards. There's one tiny gnome who 
pokes his tongue out and pulls faces at 
you. Ignore him and he'll fire a catapult 
at you I Apparently he will show you the 
way if you follow him, but I didn't trust 
the blighter! There are extra-throwing 
daggers to be collected as well as keys 
to access the next level or a locked door, 
and bottles of potion to give you extra 
energy, immortality or teleport you to 
next level. Oh and there are also apples 
which give you more energy. Your 
energy level is 
represented at the 
bottom of the screen 
in the form of three 
apples. As you get 
hurt, bites will appear 
out of these apples, 
and when you've got three cores you'd 
better get ready to meet your maker! 

The joystick lets Fred perform eight 
movements including backward jumps 
and forward rolls. This variety of 
movements make it easy to perform the 
wrong move at a crucial time. Add this 
to the game's peculiar perspective and 
you'll find the only flaw in this colourful 
arcade adventure. You see, the game is a 
viewed-from-the-side vertical scroller, 
but there are several planes going into 
the screen. In the castle, for example, 
you can walk in front of a staircase, 
behind a staircase or up the stairs, You 
have to be fairly precise in placing your 



HASSLE FACTOR: 0 

Two disks, one for the 
animated intro, one for 
the game i.e. no trubs. 



WHAT'S WHAT 


TITLE 


1 Fred 


PUBLISHER 


UbiSoft 


PRICE 


£24.99 


FORMAT 
RELEASED 


: ST/ Amiga 
Out now 




sprite and mistakes can cause you to 
walk into trees, columns etc. which will 
deplete your energy and can kill you at 
that vital moment 

Still get used to this, and Fred is a 
brilliant game. It features excellent sound 
effects {such as the demonic laughter 
from the satanic floating head) and really 
nice graphics [check out the skeleton 
warriors rising from the pile of bones). A 
huge depth of gameplay and the 
interaction with graphical features such 
as jumping onto tables etc. certainly 
make this an arcade adventure well 
worth checking out. 
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A brilliant colourful anode 
adventure that's got a very 
frustrating control system(!) 
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THE GAME WITH WITH THE FIRST INJECTION-MOULDED. 
EIGHT-WAY ROLLING. RUBBER-BOTTOMED SOFTWARE HE 



r»en Terry's magic crystals are stolon by Baron von Bonsai ano taken to lh* land ol Cloud 
Kingdom* there'*: only one ihlng to dol He climbs Into his super-giant a r **" skycopter end *et» oft to 
rsscue them, There Terry searches each Kingdom collecting the crystals ai he goes • but thlnga aren't 
the! eesy.. along the way he encounters the Giant Rolling Elghloall* and the Bad Insect Monsters... 

Cloud Kingdom* la addictive arcade action all the way! Each of the 32 level* ere totally different • 
explore them ell end delight at the stunning graphics, sound effects and compulsive |oy*Hck twitching 
Qameplay. This la one game you just wont' be able to switch oftt! 
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BSS JANE 

SEYMOUR 

Here's a little secret: Paul Lakin is rather fond of flouncing 
through gardens in flowery frocks. That's why we had no 
problem in getting him to review BSS Jane Seymour. 





H Mils U til* loxt book perhaps I'll give the 
Biology Mold Trip a niu this year. 

The state of public transport 
these days is enough to drive a 
monk to drink. However it's 
perhaps some compensation to know 
that things are a lot worse in space. 
The problems aboard the BSS Jane 
Seymour are enough to make British 
Rail appear to be a smooth running 
professional outfit. The shipboard 

computer has thrown a fit, 
radiation is dripping from 
every place that drips and 
mutants stalk the corridors. 
The future is not so much 
bleak as completely 
washed out. 

Having landed on this 
stricken vessel your aim is 
to repair the shipboard 
computer by pouring a large amount 
of coolant into it. This is a bit like 
summarising the plot of Hamlet as 
being about some geezer trying to 
kill his uncle. Before (or if) you 
succeed you'll have dabbled in robot 
programming, glass blowing and 
computer maintenance. That's not to 
mention having to fight more 
monsters than appear in a single 
episode of Baywatth. 

The game contains in the region of 
208 locations and you'll have to visit 
a fair few of them in your search for 
door passes, supplies, weapons and 
the other essentials of intergalactic 
life. There are in the region of 24 or 
25 types of room ranging from the 
fairly useless like reception rooms 




(seemingly decorated by a 21st 
century version of Habitat) to the 
frankly essential, like recharge rooms 
where you can carry out a few 
emergency repairs on yourself and 
also increase the security raring of 
your door passes. That's handy Harry. 

While you're doing all this the 
computer is continuing to run down 
and various systems are starting to 
fail. The same can be said for you as 
there are injuries and (or) radiation 
waiting round every comer. Scattered 
round the ship there are dangerous 
items, helpful items and frankly 
confusing items including a Red 
Herring. (I kid you not.) Very fishy. 

To help you there are robots, to 
hinder you there are mutant crew 
members but when it comes down to 
it you're on your own. Just you and a 
Red Herring against the world. 

Once you've got all 14 computer 
systems up and running at full power 
and completed a tricky sub-mission, 
ifs rime to make a break for the 
Navigation Level and a quick pat on 
the back. One level down, 19 or so to 
go. Time to eat the Red Herring. 



m 




Hmm hope all this luggage doesn't 
stop mo running away. 
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TITLE 


BSS Jane Seymour 


PUBLISHER 


Gremlin 


PRICE 


£24.99 


FORMAT 


ST/ Amiga 


RELEASED 


May 
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★ SCORING 

Rather important this one. It 
shows how long your gun or 

blaster takes to reload. Too long is 

usually the answer. 

^ This shows radiation levels one 
I can't think of a joke about if, 

^ The guide to good health is 
complexion. Too many laser 
blasts (to say nothing of late nights) 
will soon show as your skin peels 
and you revel in that skeletal look. 

^ A healthy heart means a 

healthy body so keep an eye 
on this. Too much radiation ond yout 
heart may start going yellow or 
green. It will also beat harder durinc 
action sequences, slowing up your 
recovery rate something chronic. 

5 If you've managed to pick up 
a geiger counter (and bad luck 
if you haven't) this will show the 

JANE SEYMOUR'S GUIDE 
TO A HEALTHY SHIP 

I'm often asked "Jane what 
should I do if I find myself on 
a crippled spaceship, riddled 
with radiation and crawling with 
mutated nasties? Will all those extra 
additives damage my complexion?" 
The answer is no if you follow a 
sensible program and wear the right 
sort of perfume. So slip on your 
leotard and join me in Galactic 
Beauty, the Jane Seymour way. 
Step 1: Here is a helpful little graph 
showing priority treatment areas. 
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NG WITH JANE 

one. If radiation level of any object in the 

J gun or vicinity. 



3 long is 

. Movement icons allowing you 
to go left, right, backwards, 
levels and forwards and occasionally up or 
about it. down. This assumes there is no wall 
or wrangler in your way. Danger is 
ilth is like a brick wall, you can only walk 

y laser into it not through it. 

>e nights) 

n peels j You need hands to hold a little 

fal look. baby, here's where you tell 

what you're hands are holding. 

s a 

an eye g What's happening? Read here 

and your and find out. 

w or 

ler during g Command icons for objects, 

'p your rooms etc. 

-onic. 

10 Command icons for robots - if 
pick up you've got any. 

sad luck 

v the 11 Trouble. 
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Things look pretty serious - at least 
there's a rather pleasant aroma. 
Step 2: 1 do feel that when carrying 
a liquid such as say... er perfume, 
the bottle is as important as what's 
in it. I always get my bottles spec- 
ially made. Isn't science wonderful? 
Step 3: A good coolant is as 
important for a damaged ship's 
computer as a dab of Max Factor is 
for chronic B.O. 

Step 4: Once you've got enough 
coolant, and remember you can't 
skimp with fashion or shipboard 
repairs, go into action. Pour it all in, 
stand back and await results. Much 
like using perfume really. 



BSS JANE SEYMOUR 



review 




Paul: Show me an icon-controlled 
adventure game and I'll show 
you a mess of complicated 
clicking. Well that's what I would have 
said before coming across BSS Jane 
Seymour. Here is a game that is big and 
manageable. (Ooer.) 

This manageability is particularly 
Impressive in view of the range of 
options open to you during the game. 
Whether you're programming a robot, 
consulting the computer damage chart or 
trying to repair the lighting system, 
everything is clear and straightforward. 




Someone's facing extinction, the 
question Is who? 

Quite a nice touch is the way that time 
continues even when you're using the 
other 'utility' screens. There you are 
happily deciding whether to put your 
torch in your pack or on your belt when a 
groan and screen judder remind you that 
you still haven't finished off the Grumblat 
that's got hold of your ankle. 

Combat is often a problem in this sort 
of game. Many's the time I've lost a few 
crucial limbs before having clicked on all 
the icons necessary to start fighting back. 
BSS Jane Seymour takes into account 
that wimps such as my good self are 
unlikely to even venture as far as the 
lavatory without at least one laser in 
hand. Whenever you're carrying a 
weapon a sight appears on screen. (The 
size of the sight depends on the power of 
the weapon.) This saves a lot of 
unnecessary suffering on your part. 

Although straightforward to play BSS 
Jane Seymour is not easy or safe by any 
means. Preserving your health is no 
easier than preserving your looks. In this 
game it amounts to the same thing. Your 
health level is displayed by the picture of 
your face which gradually becomes more 
skeletal as you get weaker. After this 
you'll never go on a diet again. 

There is an impressive amount of 
other information available but getting 
hold of it is a wee bit tricky. Information 
can only be retrieved from certain rooms 
or certain robots. When you're 
hopelessly lost, the computer room is the 
place to go and call up a map. 



Hi flffr 0«O 



Unfortunately for the 
lazy, the map only 
reveals where you've 
been, not where 
you're going. 
Graphically the 
game is good rather than outstanding 
and few of the monsters look seriously 
terrifying, it's also biased against left- 
handed people 'cos you can only use 
guns that are in 
your right hand. 
There are a fair 
range of weapons 
(provided you're 
right-handed) from 
feeble little knives to blasters that are 
just as likely to blow a hole in the ship as 
in the monster. 

It's good to see a game that manages 
to be large in scope and simple in play- 
ability. Some people say arcade adven- 
tures are coming back into fashion, BSS 
Jane Seymour says they never went out. 



THE VERDICT 



HASSLE FACTOR: 0 

Only one disk swap 
and that's optional. 
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Well executed, well playable 
and well worth a look. 



CYBERNETICS MADE SIMPLE 
WITH JANE SEYMOUR 




l' m often asked "Jane, how can I 
save a spaceship from self- 
t-^O destuttion and still keep that fresh 
clean Country Life look?" The answer is 
use a robot and let it know who's boss. 
This is no time for drippy sentimentality, 
give instructions with the control disks 
you've picked up on the way round or 
write a small program. And don't get too 
attatched to the little sweeties as you may 
want to use one as a walking time bomb. 
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FROM THE PLANET 
OF THE ROBOT MONSTERS 

When it comes to two player isometric 3D arcade games 
called Escape From The Planet Of The Robot Monsters, there's 
no finer critic than Duncan 'Roger Irrelevant' MacDonald. 




— HAS BEEN 
TAKEN OVER 
By THE EVIL 
REPTILONS! 



Tho Prof's nlco but I don't fancy h»r 'ckums' Much. 



E 



FUEPflttFOR 
BATTLE WITH THE 
Evil REPTILQN! 
USEVOue 
BOMBS! 



scape From The Planet Of Tho 
Robot Monsters (and if you don't 
mind, we'll call it EFTPOTRM from 
now on) is a simultaneous two player, 
isometric-viewed, shoot, avoid and 
collect 'em up. But that explanation 
doesn't do it justice (Or make 
much sense. Ed.) so let's have 
a slightly closer look. 

What we have is a multi- 
level 'rescue mission'. You, 
playing Jake, and a 'chum' 
playing Duke (if you have any 
chums, that is) must rescue 
Professor Sarah Bellum 
(Cerebellum. Geddit?) and free 
the enslaved hostages before they're all 
turned into Robo Zombies. All this action 
takes place on the mysterious Planet X, 
home to The Reptilons, evil tyrants of the 
Universe (etc. etc. etc.). 

There are absolutely squillions of 
levels to get through, so how about 
taking a look at one? Right. It's a factory. 
There's quite a large floor space which 
can be explored thanks to the four-way 
scrolling. There's an escalator leading up 



to the next storey but unfortunately it 
doesn't seem to be working. Nope, 
things just aren't that easy in computer 
games. Somewhere on the floor you're 
on, there's a switch which you have to 
touch before the stairs start moving. 
However, you'll be pleased to hear that 
the switch isn't the only thing in your 
vicinity. No, as well as the switch there 
are nasties. The Reptilons. And there are 
absolutely billions of the little buggers. 
Slow ones that you can easily out- 
manoeuvre, medium-paced ones that are 
less easily avoided, fast ones that home 
in on you and give you real grief. Plus 
small ones that - well, let's just say that 
there are a lot of different types. You can 
avoid them or shoot them. Some of 
them, when shot, release a little green 
blob which enhances your firepower 
when picked up (you have a laser and 
numerous bombs, by the way). 

As well as the Reptilons, each floor 
contains a few humans. They're slaves, 
you see, and they're waiting to be freed - 
just touch them and they get beamed up 
by your orbiting 
spaceship. Oh, sorry, 
didn't we mention the 
orbiting spaceship? Erm, 
there's an orbiting 
spaceship. There. 
Mentioned it. Anyway, 
frazzle/avoid the 
Reptilons, free the slaves, 
destroy any computer 
terminals you happen to see, blow up the 
crates (which contain 'gifts'), turn the 
escalator switch on, find the escalator 
and go up. And then you have to do it 
again on the next floor (there are several 
floors to each level - all with different 
configurations and added hazards). 
When you reach the top floor, you have 
to find the 'Port-O-Matic', which is a 
wibbly sort of test tube thing that sucks 
you in and spurts you to the next level. 





Where '■ Hi* escalator 'on' switch? 



WHAT'S WHAT 


TITLE 


E.F.T.P.O.T.R.M. 


PUBLISHER 


Do mark 


PRICE 


ST/ Amiga £19.99 
PC £24.99 


FORMAT 


ST/Amiga/PC 


RELEASED 


1 May 





Dune: Well, well, well. 
I haven't seen an 
isometric game for 
ages and this is a good 
one - sort of vaguely 
similar in style to 
Paradroid or 
Quazatron. What makes or breaks a game 
of this type is a) the speed, and b) the 
attention to detail. Well, in the speed 




About to bo attacked by soma Robo 
Weefoblx, Joke falls ever the edge. 



HASSLE 

FACTOR: 0 

No hassle 
whatsoever, 
just non-stop 
action. 



stakes EFTPOTRM 
scores well. There 
are loads of sprites 
darting aboutall over 
the shop. So what 
about the attention 
to detail? Excellent, 
that's what. The 
music ties in with the 

action absolutely - it's one of those games 
where you don't turn the sound off. There 
are lots of nice touches (such as the sprite 
falling over the edge of a floor, grabbing 
hold of it and dragging himself back up - 
much better than putting walls 
everywhere). The only thing missing was 
on the escalators - where are the 
Swedish tourists with their giant aisle- 
blocking rucksacks? 

EFTPOTRM is an absolute hoot to 
play. Fast paced action and a tiny bit of 
exploring spliced together with a jaunty 
tune. Addictive stuff. 
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THE POWER BREAKS THROUGH... 

K . V -L AMIGA 

w£km\f? ACTION 

WR&Ml ^ REPLAY 



ONLY 

£9.99 

POST FREE 



n 



'/^^m^j^^^ THE WORLDS 

^ ~ \\ MOST POWERFUL 

I VA FREEZER-UTILITY 

r< \\ CARTRIDGE IS HERE 

■ JUST LOOK AT THE UNMATCHED RANGE OF FEATURES 

I AMIGA ACTION REPLAY SIMPLY PLUGS INTO THE EXPANSION PORT OF YOUR AMIGA 500 AND 
GIVES YOU THE POWER TO FREEZE MOST ANY PROGRAM. THEN YOU CAN:- 



I SAVE THE ENTIRE PROGRAM IN MEMORY TO DISK ■ SAVE PICTURES AND MUSIC TO DISK 

Special compacting techniques enable upto 3 programs lo Pictures and sound samples can be saved to disk. Piles 

fit on one disk. Unique FDOS power means that the pro- are IFF format suitable for use with all the major graphic 

grams reload at uplo 4 TIMES FASTER than Amiga Dos - and music packages, 
even independanlly of the cartridge. 

■ UNIQUE INFINITE LIFE/TRAINER MODE B SLOW MOTION MODE 

Allows you to generate more and even infinite lives, Now - vou can slow down 1 he ai Uon lo y° ur ovvn P a < e - Easily 

fuel, ammo etc. Perfect as a trainer mode lo get you adjustable from lull speed to 20% speed. Ideal to help you 

past that "Impossible" level. Very easy to use. ' through the tricky parts! 

■ SPRITE EDITOR ■ RESTART THE PROGRAM 

The lull sprite editor allows you to view/modUy the Simplv prcss a kev ;md thc pro0 - ;mi sviU continue where 

whole sprite set including any attached' sprites. vou | c |, D |y 

■ VIRUS DETECTION 

Comprehensive virus detection and removal features to ■ FULL STATUS REPORTING 

prolecl your software investment. Works with all At the press of a key now you can view the machine status, 

presently known viruses. Including Fast Ram. Chip Ram, Ramdlsk. Drive status.etc. 

PLUS THE MOST POWERFUL MACHINE CODE FREEZER/ MONITOR 

MORE FEATURE THAN YOU COULD EVER NEED. HERE ARE JUST SOME; 

Full M68000 Assembler/Disassembler Full screen editor Load /Save block Write string to Memory 

' Jump to specific address • Short Ram as text • Show Frozen picture • Play resident sample 
Show and edit all CPU registers andklags • Calculator • Help command Full search feature 

Unique Cutom Chip Editor allows you to sec and modify all chip registers -even write only registers Notepad 
• Disk handling - show actual track. Disk Sync pattern Etc. • Dynamic breakpoint handling 
Show memory as HEX. ASCII. Assembler. Decimal • Copper Assemble/Disassemble. 

REMEMBER AT ALL TIMES YOU ARE INTERROGATING THE PROGRAM IN ITS "FROZEN" STATE WITH 
ALL MEMORY AND REGISTERS INTACT.-INVALUABLE FOR THE DE-BUGGER OR JUST THE INQUISATIVE! 



HOW TO G ET YOV R AMIGA ACTION REPLAY... 
TELEPHONE (24 Hrs) - Vfj-^LLfi^M - CREDIT CARD ORDERS ONLY 



WE WILL DESPATCH YOUR ORDER QUICKLY & EFFICIENTLY TO ENABLE YOU TO START RECIEVING THE BENEFITS OF YOUR PURCHASE WITHIN DAYS NOT WEEKS 

ORDERS NORMALLY DESPATCHED WITHIN 48His 
ALL CHEQUES/ POSTAL ORDERS MADE t'AYAHLE TO... 

DAT EL ELECTRONICS LTD., 
GOVAN RO., FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON TRENT, ST4 2RS, ENGLAND 

TECHNIC A LCUSTOMEP SERVICE 0782 744324 




THE ALSO 
RANS! 



the Tardis: infinite room 
for reviews inside but 
without being the size 
of the Encyclopedia 
Britannica. 
Unfortunately it's not/ 
so here's a list of what 
we also had a peek at: 



Dynamic/ Activision 

► 

Imageworks/ Mirror soft 

Incentive 




NINJA 
SPIRIT 



Paul Lakin thought that Ninja 

Spirit was a Japanese 
whisky so he was more than 
a little keen to try it out. 

Being a ninja is fun but wouldn't 
it be so much more fun to be a 
wolf? Great lifestyle, neat line 
in fur coots and no income tax 
worries. Mind you the change from 
ninja to wolf is not an easy one. 
You've got to battle through seven 
levels of blood and gore before you 
get a chance 
to knock off 
the Last War- 
lock and then 
go all white 
and hairy. 

Ninja Spirit 
is, you'll not 
be surprised 
to know, a 
beat 'em up 
or more pre- 
cisely a slash 
'em up, cut 
'em up and 
even blow 
'em up. After 
all, swords 
are soooo passe darling, a well 
dressed ninja wouldn't dream of 
leaving home without a few death- 
stars, rime bombs and all those 
other essential fashion accessories. 

Paul: What is it with 
Ninjas that makes 
them so flippin* 
hyperactive? While 
the rest of us potter 
round in jeans and 
jumpers making cups 
of coffee and watching repeats of The 
Sweeney on telly. Ninjas 
seem to feel obliged to 
wrap bits of cloth round 
their heads and go kicking 
the blancmange out of 
anyone that upsets them. 
For goodness' sake, what are they on? 
Let's face it Ninja games are much of a 
muchness. Settings may vary from crime- 
ridden New York to mysticaUapan but the 





ITT 

What-ho! Bertie old bea 




HASSLE FACTOR: 0 

Ninjas never lose their 
karma. 



The range of weapons is matched 
by a fearsome range of meanies 
including giant swordsmen, some 
strange bods with kites and of 
course more nasty ninjas than you 
can shake a bamboo shoot at. 

To put the odds more in your 
favour, it's possible to pick up a few 

ghostly 
ninjas 
(ninja 
spirits no 
less) who 
follow you 
round like 
a bad dose 
of halitosis 
and fight 
your fights 
with you. 

Most of 
the action 
takes place 
over 

horizontally 
scrolling 

screens but there are also a couple 
of tricky little sections of vertical 
scrolling as you climb cliffs avoiding 
puffs of poisoned gas or fall down 
them avoiding evil spirits. Coo. 

idea is basically the same. Still they're big 
in the arcades which is where Ninja Spirits 
started its life. 

Obviously all ninja games have bits 
and bobs added to them in an attempt to 
stand out. Some of the enemies and 
weapons are fun; the burning belt is 
particularly neat, ideal for getting onto 
those crowded rush hour 
buses. However, quite a 
few sprites are 
disappointing in the looks 
department, though 
they're well animated. 
Basically (he said in his best 
conclusion type of voice) this is a pretty 
standard ninja game. Not particularly 
special but a good example of its type. 





"S WHAT 


TITLE 


Ninja Spirit 


PUBLISHER 


Activision 


PRICE 


£24.99 


FORMAT 


ST/ Amiga 


RELEASED 


Out now 
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Freepost 

Bridlington 

North Humberside Y016 4BR 



PRIORITY ORDER FORM I S\ TICK BOX 

SUPER PRICES - NO HIDDEN EXTRAS - ALL PRICES INC. DEL. & VAT. 



ALLSOP RANGE 



DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 
DISK FILE 



60 x 5.25" 
LOCKABLE 60 x 
30 x 3.5* 

LOCKABLE 30 x 
80 x 3.5" 

LOCKABLE 80 x 
10 x 5.25' 
10 x 3.5" 
5 x 5.25" 
2 PACK 5 x 3.5" 
1 PACK 5 x 3 5" 

ALL ALLSOP 





ory rurER C ARE products 

fl QK I 1 



5.25" 



3 5' 



3.5' 



>*-w i — i 
9.95 □ 
12.96 □ 
13.96 Q 
3.95 a 

4.95 a 

2.95 CJ 

5.95 a 

3.95 O 



UNIVERSAL DOCUMENT HOLDER 

: GUARiWTcr . 



COMPUTER JOYSTICKS AND PERIPHERALS. 
OTY 

FLASHFIRE AUTOFIRE 9.95 □ COBRA 



PROFESSIONAL 9000 



ULTIMATE RAPIDFIRE 



RACEMAKER 



14.95 □ 



22.95 O. 



28.95 □ 



IBM ANALOGUE JOYSTICK 18.95 C 



\ ARCADE 



ARCADE TURBO 



'TURBO PEDAL 



IBM GAME CARD 



JBM 



PC JOYSTICK ADAPTOR 16.95 □ MOUSE MAT REVERSIBLE 



5-25 48'TP1DSDD x 10 
5.25' 96 TPI DSDD x 10 
5.25" 96 TP| HIGH Dx in 
BULK 5.25" 48 TPI * 50 
BULK 5.25" HIGH D x 50 



K A O DISK ETTES~~MAGNETCTiEUI A F H0 M THE SURFACE SCIENTIST^ 

3.5" 135 TPI DSDD x 10 
3.5" 135 TPI HIGH D x 10 
BULK 3.5" 135 TPI DSDD x 50 
BULK 3.5' HIGH D x 50 

LIFETIME OOA^r^ir^ "™ » 



6.00 □ 
9.00 a 
11.50 □ 
14.95 □ 
29-90 □ 



QTY 
1 1.95 □ 



16.95 n 

19.95 □ 

22.95 □ 

18.95 □ 
4.95 □ 



QTY 
11.00 □ 
24.95 □ 
28.75 0 
64.40 a 

16.95 a 



NAME . 



ADDRESS 



TEL No . 



VISA 



CHEOUE/P O TO CPI 
CREDIT CARD NO 

[ I 



C»i ii * *-Oi.« OMMID ...... oi iooohii fiec»"OX'C5 LIMITED 





WIN A MINOLTA 
UNDERWATER 35MM 
CAMERA! 





I'VE GOT WHELKS ON MY COCKLE COMPO 

AFTER THIS PHOTO WAS TAKEN... 



NAME 



ADDRESS 



POST CODE 



COMPUTER FORMAT 




O ®0 ®0 



RULES 

• Any employees ol Activision of Dennis Oneshols caught entering will be exposed lo 20 
continuous episodes ol Baywatch. • Any entries received after 3 1 May 1 990 will plummet to 
the bottom of the ocean • The Ed's a port-time lifeguard so what he soys goes. 
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Cooo look what Activision is 
offering. A camera thai our 
old) mate Jacques Cousteau 
would give his onions for 'cos it 
takes photos underwater. Essential 
equipment for taking photos of fish, 
mermaids and your new swimming 
costume. Pretty useful heh? The 
runner-up will win a pretty fobbo 
Portable Sony Discman, which will 
sound great anywhere except 
underwater. For running up runners- 
up there are 10 copies of 
Hammerfist, a new Sci Fi beat 'em up 
from Activision. 

ALL YOU GOTTA DO 

As well as fish you might want to 
take photos of a Lifeguard like in 
Baywatch f'rinstance. Baywatch now 
mere's a series where mere's loads 
happening (except acting). Look at 
the photo above and tell us, in less 
than 20 words, whafs going to 
happen next. Once you've done that, 
stick your answer on the form below 
and send it by Royal Whale to I've 
Got Whelks On My Cockle Compo, 
ZERO Compos, PO Box 1 509, 
Enfield, Middlesex, EN1 I LO. 




XIPHOS 



Paul Lakin is a bit of a thick git so we sent him off to 
Oxford to brush up on his education. Typically, he 
sloped off to the offices of Software Publishing 
Associates to take a peep at Xiphos... 
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Ah Oxford," I thought, 
"now there's a good place 
to go on a golden Friday 
afternoon. All I have to do is to get 
a bit lost (something I'm pretty good 
at) and I can get a bit of sightseeing 
done." Any thoughts of spending a 
leafy day in the dreaming spires 
were soon ditched when I 
discovered that Software Publishing 
Associates (aka Voodoo) were 
based all of three paces from the 
flippin' station. So instead of gazing 
at crumbling towers and shady 
quads I soon found myself looking 
at some pretty amazing 3D vector 
graphics. Ah well, times change and 
Xiphos was well worth looking at. 
Besides it wasn't raining inside the 
SPA offices. 

THE STORY SO FAR 

a Ever wanted to shut yourself 

off on a desert island miles 
I I away from anyone? If so 
you'd get on well with the 
Xiphons, who got so fed up 

W- with the hussle and bustle of 

N i mainstream universe life that 

they shut themselves off in a system of 
artificial universes. At the centre of 
these, they constructed a giant artificial 
intelligence which they imaginatively 
called Xiphos. 

This creation was supposed to 
protect and guide the Xiphons but. as is 
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the way with thes< 
machines, it event 
got ideas 
above its 
station and 
started to do its 
own thang. This 
was rather bad news 
for the Xiphons who 
lost all sense of unity, 
formed themselves ir 
two factions 
(provisionally named 
the Ps and the Qs, 
hem hem* and 
started kicking the 
plasma out of 
each other. 

War isn't 
noted for being 

terribly envtromentally friendly and by 
the time the game starts, all the planets 
in the Xiphons' universe have become 
uninhabitable. The Ps and Qs live on 
space stations from which they launch 
attacks against each other. 

Your mission (if you decide to accept 
it) is to journey through the Xiphon's 
universes, locale the mighty Xiphos and 
destroy it. Pretty straightforward really. 
Except of course that there are six 
universes to get through and there's a 
flippin' great war going on and you 
haven't got enough supplies to get 
across even one universe and... well, I 
won't go on. you might get depressed. 



XIPHOS 



under wraps 



limitations to what can be done. 
You can't fudge reality," says 
SPA co-founder Michael Cech- 
Lucas, but there's no harm in 
trying. Besides, with a package 
like that it seemed silly not to use 
it to develop a game. 

One of the most striking things 
about the graphics in Xiphos is 
me amount of surface detail. As 
veil as insignia, the space ships 
and stations also show damage 
such as holes and dents and in 
more serious situations, wings 
and other appendages are blown 
off. There's a lot of small scale 
animation such as gun recoil and 
even engine flames. SPA is 
sufficiently pleased with the 
results to be planning a second 
game that will "get down onto 
the planet surfaces." 




THE GAME 



t 




Xiphos is a bit of 
everything; strategy, 
shoot 'em up, third party 
combat, with a bit of text 
adventure too. Viewing 
the action from the bridge 
of your ship and using the mouse, 
joystick or keyboard to control direction, 
you must navigate through the universe 
picking up supplies and info from space 
stations. Your ultimate objectives are the 
polar stations which are your launch 
pads into the next universe. 

The ship can be navigated in three 
different ways. Obviously looking 
through the.., erm... the... well, 
what do you call the front bit of a 
space ship? The windscreen? 
Well, whatever it's called, looking 
through it is the most straight- 
forward way to see where you are 
and where you're going. There's 
also a small radar system that can 
be called up on screen to give you 
a bit of advance warning of 
danger (though some ships have 
radar screening, which is dashed 
unsporting really). 

For really long term planning 
it's possible to call up a map of 
the universe, which may be 




incomplete or even downright 
inaccurate but will give you a vague idea 
of the location of space stations, polar 
bases and the like. Now as anyone who 
has tried reading an AA Road Atlas 
while driving down the fast lane of the 
Ml will tell you, maps and movement 
don't mix. Spend too long looking for 
the right route and you'll find yourself 
wrapped round a large meteorite. 
(Which is a bit of a surprise on the Ml.) 
However, this is not problem in Xiphos, 
because while the map is on screen, it is 
still possible to see shadows through it 
showing your immediate view. This is a 
pretty neat trick and a good looking 
effect. It's also devilishly simple, 
being created by using different 
shades of the same colour for the 
map and the background. 
If despite your map-reading you 
get enmeshed in a scrap, you'll 
be encouraged to know that 
your ship is equipped with 
beam weapon's, particle 
weapons missiles and, most 
importantly, deflector shields. 
There's even a tractor beam which 
creates a protective shield of 
agricultural machinery round the 
ship. Actually that's a lie. What it 
really does is attract or repel 
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Yei darling, I know It's pretty, but It'* also extremely dangoroui 
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BEGINNERS 
GUIDE TO 
DOCKING 

Docking a spaceship can 
be a tricky job. Fortunately 
the Blue Peter team have prepared 
a step by step guide. Remember to 
get an adult to help you, 
especially if there is any cutting to 
do. Next week, advent crowns. 





- First take one friendly space station 
(here's one I prepared earlier) and 
fly towards it. 






objects al medium range. 

All these useful instruments drain 
energy and have to be used sparingly. 
It's a big universe out there and you've 
got six to get through. So think before 
you shoot. And then shoot anyway. 



> 
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THE UNIVERSES 

Although the Xiphons 
have created six 
concentric universes, 
none of them is visible 
from - or even appears 
to occupy any space within - other 
universes. Working on the good old 
Tardis theory, the universes are a lot 
bigger on the inside than the outside- 
Transport between universes is 
performed via polar stations which will 
launch you arrow-like into the next level. 
However, to reach one of these polar 
stations you'll need supplies and 
perhaps even something in the way of a 
map. And how are you going to pay for 
all your little necessities? Where are you 
going to get all your dosh 
from, eh? It doesn't just 
grow on trees you know 
and even if it did that'd be 
no good 'cos there are no 
trees in space, are there? 

Instead of trees you 
have battles which aren't 
as pretty but pay better... 



THE BATTLES 

Both the Ps 
and Qs will 
swap proven 
'kills' of their 
opponents for credits with which 
to buy fuel, weapons and maps. 
When you're short of a few readies, 
your best bet is to scout round for a 
particularly one-sided battle. Join in on 
the strongest side and try to down a few 
of the weak guys. Really it's just like a 
gang-land mugging. However, once 
you've joined in a battle then your 
splendid isolation is all over. The side 
you attack will turn round and start 
giving as good as it gets (and, if you're 
really unlucky, better). Having got 
yourself a few credits fom this bit of 
controlled violence, then off you jolly 
well toddle to the nearest space station 
and start to spend, spend, spend! 

SPACE STATIONS 




<3 



Each level 
contains between 
20 and 50 space 
^uj.er stations belonging 

to either the Ps or Qs. On approaching a 
station, it's important to know who it 
belongs to. Let's face it, it's no good 
arriving at a space station manned by 
the Ps and saying "Look guys, I've 
blasted about 35 P ships out of 
existence". So remember to mind your 
Ps and Qs. (It had to come. Ed.) Having 
made sure that this station is going to 
tike what you're selling, it's time to land 



Ooh look, a space station. Now, 
whore's the buffet? 

and start haggling. 

This is where an element of text 
adventure appears In the game. The 
station will set prices for the various 
items you want to buy. You can go with 
that or offer less. If the space station 
gets really fed up with your tightfisted- 
ness then it might eject you or even start 
tickling your belly with lasers. 

SHIPS AND MONSTERS 

Although there are only two sides in the 
inter-tribe wars there are a lot 
I more than two types of ship. They 
are considerably more interesting 
than your average 3D vector 
graphics jobbies, 
incorporating curved 
wings, distinctive 
emblems and, in the thin 
atmosphere of the second 
universe, there are even ships 
which can flap their wings. 

There are also flying 
monsters which tootle about 
generally getting in your 
way and making a nuisance 

mof themselves. At the 
moment they are relatively 
harmless but the game 
isn't yet finished. 

THE END SORT OF BIT 

t Xiphos is shaping up to be 

^b. rather on [he large side. After 
^ all, universes are not small 
I things. However, if strategy 
E J^|M and thought are all a bit 

demanding for you then it's 

) J possible to play the game as a 

one level shoot 'em up. For this, you 
remain in the first universe but the 
opposition becomes progressively 
suffer. It's not a bad way of honing your 
skills prior to entering the gamo proper. 

Once in that game, you're in 
a wonderful world of 3D action, 
strategy and danger. Coming 
soon to a stellar system near you.' 




WHAT'S WHAT 


TITLE 


Xiphos 




Electronic Zoo 


To be announced 

ST/Amiga/PC 

April/May 






« Having arrived at contra of space 
station attempt to buy food, fuel and 
back Issues of ZERO. 




520ST-FM SUPER PACK 




1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 
ArtunoM II Imagine 
Beyond The Ice Palace Elite 

Black lm«p RrabM 

Buggy Boy Elfto 
Chopper X MaslsrlronN: 

Ifcarl Wanton _ Elite 

Marti! Madnoe* E tocjronic Arts 

OhMi Logotron 
Ranarama Httnon Consultants El LBS 

Rater* To Geneeia FirebJnJ £19.95 

Roarfwan Melbourne House £1195 

Starquaka Mandarin C1&UK 

Test Drtaa _ Electronic Arts £24.96 

Throat Firebird 

Thundarcata _ Ellio 



£19.95 
£19.95 
£19.95 
£19.95 
C9.99 
£14.95 
£2*96 
El 9.95 



Xanon 
Zynapa 



£9.95 
£19* 
Ocean £19.96 
. Melbourne House £19.95 
Hewson Consultants E1BJN 



SPORTS SIMULATIONS 



■'• Uvi Sum pk* ■ uw for you ■ you want »g«i«ni *y«ig wen Eddat Edward* Super Ski 
xtiHii munvii onr The Pec* *<Mm ■ udst-tm Second* Out 

» ham, ■ aal iB 1Mb *aa anas, over teas ai ka> f 1 Summer Olympiad til 



ii (on Buy a - Supe r Pack at Somb Skcv MiaMaiu iw si 
■< (rati wrw Dm. >rae C Ovga R»um e« inupai tcr immh 



Elite £19.96 

Tynesoft £19.95 
Tyneeorl £19.95 

PRODUCTIVITY SOFTWARE 




Organber 



£49.95 



„ Tnangte Publishing 
JOYSTICK 
Atari CXaOJoyattc* Atari Corp CAM 



INCLUDING VAT 



FREE ATARI BUNDLE VALUE £458-97 



With SM124 mono monitor: £496.5 With SC1224 colour monitor: £698.5 



1040ST-FM PROFESSIONAL PACK 



MOW WITH TV MODULATOR 

*f it* aanoua home user and rne amen buaineee, we are 
:tued a) announce a new per* age baaed around the 
■WST-ru The 1040ST-FM he* 1Mbyte RAM and a 
■veyta bulli-Wi disk drive. In addition, the 1040ST-FM 
"se comes win a TV modulator built-in. (The previously 
wWt lOaoST-F wea designed lor uaa with a monlior 
rU and did not come wltti a modulator ) Ihia module lor 
atoas me 1040ST-F to be plugged dtrecOy «ito any 
lOmestic TV eat, and cornea complete with a lead to 
atoe you to do ao. The new 'Pro leai tonal Pack' from 
Ho ncludea the new iMOST-FM win modulator plua 
kur Mgn quelrty ao*tware package* Including a apreed- 
«■* database, word prooeeaor and programming lang- 
isoi Thli froteeslonal Pack' software will enable you to 
gr. itnUgM down to boaineea with your new computer, in 
toaiion lo this software (worm OG4-54). II you buy the 
> ri *walonal Pack from Silica Shop, you win aleo receive 
re Silica ST Starter Kit (worth over £700), Free Of 
Crsroe Rattan the coupon lor further information 

£499 




With SM1 24 mono monitor. £598 £, 
With SC1224 colour monitor £7985S 



ATARI W40ST-FM (Compute £499.99 

VTP PROFESSIONAL (Spreedehaet) C149.95 

MICROSOFT WRITE (Word Procee*oO £149.95 
SUPER8ASE PERSONAL (Den**.) £59.95 
BASIC CMSK 4 MANUAL (Language ) £24-99 

NORMAL RRP: £884.82 

LESS DISCOUNT: - £385.82 
PROFESSIONAL PACK PRICE: £499.00 



yone From the games enthusiast 
to the busineMman who wants lo 



The range of Atari ST computers often aomothlng (or evei 
who wants the challenge or the vary beat In arcade action, 
make financial loracaati or taulUeaa presentations The ST offers hagh quality graphics, 
sound and speed lor the gamer, whilst providing a last, user rnendty and affordable solution 
to business The ST la now firmly eataolished in the home environment and boasts a wealth 
of uaera m education, local government, tafcertaton, and a variety of different liiailisaiaaa 
Softwan, for the range slratchea to cover apphcaUons as diverse as ENTERTAINMENT 
ACCOUNTS, ART. COMMUNICATIONS, COMPUTER AI0E0 DESIGN. DATABASES, 
DESKTOP PUBLISHING, EDUCATION. MUSIC. PROGRAMMING. SPREADSHEETS. WORD 
PROCESSING and mora For a lul list ot the software available, as welt as details of the ST 
range, complete and return [tie coupon below. —m*m mUf—Byw.— ttat 



520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 




Tho value lor money offered by the Alan ST range is reflected In the Explorer Pack 
featuring the 520ST-FM computer with 512K RAM. The 5TOST-FM computer now 
comes with a built-in 1 Mb double sided dish drive as well as a bee mouse control lor 
and a built-in TV modulator. The new 520ST-FM Explorer Pack includes tho 520ST- 
FM computer, the arcade game Ranarama. a tutorial program and some useful 
desktop accessories. In oodrtlon, if you buy the Explorer Pack from Silica, we will 
give you the Silica ST Starter Kit worth over £200. FREE OF CHARGE Return the 
coupon tor details of our Starter Kit and of the tuN ST range. 

£260 




+VAT= 

£299 



* SM124 mono monitor £398 55 + SC1224 colour monitor. £596 1 



WHY SILICA SHOP? 



2MD & 4Mb MEGA ST 



BB U€GA 5T cornpuiars are alyted ss aa llgMweigril keyboard with a separate CPU. 
arweetarj by a coaled tetaphoni style cetea There are two venae** of the MEGA 51. 
us etlrt Mbytes at RAM and the oaver with (Mbytes Each wjraton has a iMbyw 
last* aklerj ditk dove built-in to tne CPU unit. The ME OA STi do not come win 
Buill-in and must meretore be used wltti ■ monitor Wlm svery MEGA ST 
■■ afj add the TtpreeHoml Pack' soAware (worth £384 03) deuaod 

SltltSrS 2Mb MEGA ST 

(earth over C2O0) 
BtatnetOICrvege 

IhtBra fe coupon 'mono monitor = 
arMk-dBtass. *COlour rnonltor*£H96 



£899 



4Mb MEGA ST 

£1199: 

* mono mon Itor ■ £1298 
•colour monltor = £1496 





■m 



tUaatwig idtpj m one of aw teawat gnwang aopBceacns tor personel 
■s ws tn paeaad to wincuvcs ■ powwtur nm oat p*Maga tor am ASM ST 
■g«Snam re e rtv sem com onf» sua (•VKT'tirurf m. ka» ■ 
■> wi Aevrl tOtNT and a aefeoahi SP-UjOAl ptnter. you can be up M 

eaa • oornpNS* syalani tor (eat ran COCO Sena of Iw tostone t* 
an re tewd to wm rtonL a you woukl ake tonher IrwjnneDon on *» 
. aawxee <eium Wm oemdou batow. Bound XTf tea ki wm aomar 



nxT-flOW AROUND arUMCI 

ROTXTKMCe TeXT • ONAPMtCa 

•LAMT O* TWSST ANY OCJCCT 



no lajwcTiow 
AUTO/SSANUAL I 
uetouawM o* oojectu 



BWae you rModa wfwn to buy i»ur nee Alan ST 
computet. «• eugeast you tonektar wry cerekray WHERE 
you buy It Then are MANY rxtrnpervaa who can ofler 
you ■ conputar. a tow panphenU anrj 0» top ton wfllng 
aaaa There «r» FEWTP compenee who can olke a warn 
range <* product! for your COrapuke and enwrt ■dvaa 
and hek> whan you need * Than e Of** ONE 
company who can cruvtoa tho largm nvige i* ABai SI 
reMMd piulucti *i ttw IW. ■ lul brm Alan ST sgaoekst 
wcniKal hapknt srM wofpr aftor wa suoport. « 
kiOVg bea rwesMBsn end teochum oalhenH to your 
(toor tor aa long as you requtn eftor you purcheaa your 
comoutor That one mrepany u SUca Shop. Ww heve 
teen eaeoaShea In the home contuse <kW tor Hn years 
■tin m annuel lummw m uai of CS maKon we can 
new dean to meat our cuaUnan raoutremwiti aVi an 
accuracy and laidBrstandlng aNch a araw to none 
But donl ruet Bwa our word for a Cn m ptiai and return 
the coupon twtow for our ttaaet Herakaa and beam to 



SKJCA SVUIItH «JT WorB) h CflO f REE 
wm eway Alan 5T eompuwr Dougm lu" S<itc« 
P^OtSSIOHAL mix 'rea bueraaa sohaw* 
wm SMCST-fM arM MEQA fiTi rmgrx tram Siaca 
OCDtCAl til StFVKJNQ I t u k kwa Akei tnarad 
■Url wlh year* eiperwnce on Alan waworg 
THE* FULL STOCK RANGf. All ra your Alan 
raqunmenei (rim ana placa 
A*Y£B SAlis suPWCVfr the ataft at Siaca m 
Muaa In iwip you car Da a* tram four ST 
fUtC CATALOGUES wuuwj onn to your nam* 

u four m «B pnrS Ihwi. IHtunng onwi u wen 

■ wl o< Da new Wee 

HOI OVtRNtQHJ OCUYEPy On HI hwowwe 

oroan auppal WDwi Ba UK marUanl 

PtUCe MATCH WaejSE lewlaadiow, 

■Ulun un ■ 'tarrw pruM ana price bete. 

ma TTCtmCAl HBJ>LMmS ftaaala.pl 

ADui axnnKel ap-B Way* H your Bank* 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 
ALL PRICES QUOTED INCLUDE FREE UK DELIVERY 



MALLi 



« rov already own an Atari ST computer and would like lo be regMered on our mailing Ian as an 
IT use, let us know We will be pleased lo tend you copwe ot our price Itsta and rwwiietten 
MS OF CHARGE as they become evallaola Complete the coupon and return It 10 our Stdcup 
Birxh and oagm e«pariencing a specialist ST service thai H aecond lo none. 



SILICA SHOP: 



SIDCITP (& Mail Order) 01-309 1111 

1-4 The Mews HmtherlBy Road. Sidcup, Kent. DAW 4DX 
fJPPffc rWfJiV-SAr awm • i 3Qpai LATE NIQHT: FRIDAY flam - 7pm 



LONDON 01-680 4000 

53 Tottenham Court Road. London. W1P OBA 
OPEN WON-SAT 9 Mam - 6 OOpni LATE NIQHT: NONE 



LONDON 



G1-G29 1234 ext. 3914 



OPOt 



Saltiidoam list tioor), Oxford Strsei. London. W1A 1AB 
WON-SAT Qmm ■ 6 00*ht> LATE NIQHT: THURSDAY Bam ■ flpm 



#Tb: Silica Shop Lid, Oept 22-ZERO-0590, 1-4 The Mews, Haiherley Rd. Sidcup. 

| PLEASE SEND FREE LITERATURE ON THE 



Kent. DA14 40X 

ATARI ST 



I 



Mr/MrVMs: 
Address: 



Initials: 



Surname: 



■ ■"ft t.i.»iii.-.ii*iin 



tliltLniltuilii* .r*s* H *a*«. sWi 



I 
I 
I 




■ 



Postcode 



Do you already own a computer 
If so. which one do you own* 1 
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CRYSTAL 
TIPS* 





RETAIi 



Finding that your 
game prowess isn't 
quite what it used to 
be {or ever has been 

for that matter)? 
Yearning to put on a 
jolly good show? Then 
you've turned to the 
right pages. A word of 
warning though: only 
be caught reading 
them if you want to 
be branded a 'cissy'. 



Albeit somewhat late, F-29 Retaliator should be available evefeak' 
Digital Image Design to find out how the game actually looks som 

Good Lord! Has it 
really been three 
months since we 
ZERO-Heroed F-29? Since 
then Ocean have been 
tweaking the game further 
and this has led to less than 
complimentary rumours 
circulating as to the reason 
for its absence. Well the 
game is out now, so I went 
to Digital Image Design, the 
Retaliator programmers, to 
see how it looks! 

Anyway, I'm pleased to 
report that F-29 looks every bit as good as it did when we first reviewed it. And yep, 
that all important cockpit look up view is now included, so you can see an instrument 
free full panoramic view. I had Martin Kenwright the designer and author of F-29. 'fly' 
me through some missions to give you some tips on staying ative. 





TAKING OFF 

If you want your game to last that little 
bit longer, then being proficient at this 
bit could be very beneficial! Actually, it's 
not that hard to get airborne, but there 
are a couple of things to remember if 
you want to avoid incurring damage. If 
you leave your brakes on and exceed 70 
rpm, then this will damage your landing 
gear. You should take off at 200 knots, 
with 90 per cent thrust. You should 
retract your gear before you reach 320 
knots or again you'll risk damaging it! 
(You have to be a bit dim to do this 
actually, 'cos you get a yellow warning 
light at 240mph.J If you use your flaps, 
then it's also advisable to keep a close 
eye on your speed. This handy 'wing 
furniture' is prone to fall off at speeds in 




Hurrah! This greeting results from my posting 
Ilk* a Dame.. Happy happy happy happy talk' 



excess of 360mph (again, you'll get a 
warning at 260 mph). 

Incidentally, once you get airborne 
you'll be impressed by the handling 
characteristics of these babies! They're 
STOL (Short Take Off And Landing) 
aircraft, and they can 'go ballistic' ie go 
into vertical flight practically as soon as 
they're airborne! 

LANDING 

Er, this bit is a tad trickier, but if you 
don't land, then you won't complete a 
mission. When your runway appears - 
about 1 5-20 miles away - centre your 
craft, using the centre line of the runway 
as a reference point. Decrease speed to 
300 mph and your height to 500/600 feel. 
Lift your nose slightly as you approach 
and decrease your height to 250 feet and 
your speed to 180/200 mph. Lower flaps 
and gear and keep that centre line in the 
right place. The moment you touch 
down dip your nose, reduce thrust and 
apply the brakes. The moment the craft 
stops, the game will access the end of 
mission screen. Oh, and if you land at an 
enemy airfield you'll get captured. 

G-FORCE 

Pulling too many 'G's will cause you to 
'Redout' or 'Blackout'. Blackouts occur 
when you pull nine or more G's - for 
example if you bank and turn at high 
speed. 

Redouts occur when you pull three 
or more negative 'G' - for example, if 
you climb very rapidly then dive at high 
speed. What happens is that you get a 
massive rush of blood to the head. It's 
rather like the feeling you get going over 
a hump back bridge. 

The length of time that you pass out 
is proportional to the manoeuvre speed. 
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ilc, so we sent David Wilson to 



'and Alistair 




y looks an some special ZERO tips. 



TANK BATTLES 

If your mission involves gelling involved 
in a lank battle, then don't expect 
combatants to stop till you arrive on the 
scene! Oh no. the participants will 
merrily battle it out amongst themselves 
and there's a random factor to determine 
who will win. In fact this can prove quite 
helpful as a navigational aid(l) since the 
explosions from the battle will be visible 
before the tanks themselves! In theory 
you could actually complete this mission 
without even taking off if the allied tanks 
destroy all the enemy before you arrive! 
In practice though, the odds are against 
this so here's the best way to go about 
getting involved. Fly in low and fast and 
drop a CSW (Conventional Stand Off 
Weapon). This device has 20 warheads 
and will in effect blanket bomb the 
enemy. Speed is of the essence, since 
with superior numbers the enemy will 
annihilate the 'friendly' tanks if you hang 
about too long! 

SEA BATTLES 

Like tank battles these will quite happily 
resolve themselves without your 
participation. To ensure a victory for the 
correct side though, it'rt be advisable to 
go for it! Basically the same rules apply 
as in a tank battle, but Martin 
recommends you fly across the bows of 
the ship in question and drop a MRASM. 
Ships basically have a strength factor 
programmed in and missiles have a 
damage factor proportionate to their 
destructiveness. To sink a ship you'll 
need to inflict damage up to or over the 
strength of the ship in question. 



•■■4 




Gad! It's the enemy fleet! But you can 
•ipecf cruisers to have nice red stars 
mi the roar deck! Hurrah! 

AVOIDING SAMs 

1. What to do if the SAM site is 
tracking you. 

If vou aren't involved in air to air combat, 
then it's a good idea to keep an eye out 
for SAMs. (Evidently the bad guys think 
it's too risky to launch SAMs into a 
dogfight for fear of hitting their own 
planes. Phewll If you enter a sector with 




a SAM site in it, then a missile could be 
launched at you anytimo between 2 
seconds and five minutesffh Before 
launch, the site will try to track your 
airplane, so as to target the SAM. The 
best defence at this stage is to fly below 
200 feet in Stealth mode (this will be 
confirmed by your Stealth light 
appearing in your RWR - that's Radar 
Warning Receiver to you rookies). You'll 
get a 'Threat' light and an audible signal 
in the cockpit when your ECM panel 
detects the SAM's radar signals. Shut 
down your radar and lose 
height. You could switch on 
your ECMs of course and this 
could suffice to jam the 
enemy radar. This is fine if 
the enemy know where you 
are. If however they don't, 
then since ECMs are actually 
an emission from your plane, 
it is possible for this signal to 
be tracked to locate you! 
Blimey! 

2. What to do if a SAM is 
launched. 

If you are detected by the 
enemy (ie you are a target) 
then your missile warning 
light will come on and the 
warning signal will warble. 
Basically you won't be able 
to outrun a SAM, so don't try it! Your 
best bet, if the missile is behind you, is to 
brake rapidly and then bank sharply to 
face it. Then go into a steep inverted 
dive, followed by a flip-off to the left or 
right. Oh and be sure to chuck out loads 
of chaff throughout this manoeuvre! 

FULCRUMS AND FLANKERS 

There are two types of enemy plane 
pitted against you in F-29, the Mig-29 
'Fulcrum' a single seat 
fighter and the Sukhoi Su-27 
'Flanker B', The planes not 
only look similar but they 
also behave in a similar 
manner. The Flankers are 
significantly 'harder' and can 
sustain more damage than a 
Fulcrum so watch out for 
them! Migs are assigned to 
various way-points and 
patrol areas. They carry four 
air-to-air missiles and 
cannon, as well as chaff and 
flares. (As you follow a Mig 
and lob a sidewinder at it 
you can actually watch them 
dump chaff in an attempt to 
fool the missile's guidance!) 



In the European scenario. War Update 3, 
Mission 6, you'll come up against a Mig- 
29 Hunting Squadron. Theso boys are 
aces and this translates in gameplay into 
the planes having twice as many missiles 
and chaff as normal Migs! Migs have a 
flight model of their own and fly like a 
real plane. But they si if I have certain 
characteristics. If you get behind a pair of 
Migs they'll always perform a 'split -S' - 
diving and spinning to get behind you. 
Also beware of their tendency to come 
'out of the sun'. They frequently 




Blasting buildings passes time, but don't hit a church or 
you'll risk court martial! 



manoeuvre into a position to dive down 
onto you. 

The radar of enemy fighters is 
comparable to your own ie the enemy 
will see you at the same time as you see 
them, so beware. 

BOMBING HOSPITALS OR 
CHURCHES OR ALLIES. 

Don't. It'll onjy end in tears! (Well, in 
negative points actually). 




Two Mig-29 Fulcrum* demonsrote the 'wlbbly spllt-S 
whin around behind me' manoeuvre. 
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BLACK 
TIGER 



KEY 



Are you suffering from severe Black Tiger troubles? Then fret no more 'cos 
ZERO and Tiertex have got together to bring you the complete map of 
where to go, what to grab and who to duff up... 




LEVEL 1 



• : 



PLATFORMS 

Touch the striped 
bits and diet 



► 



SIGNPOSTS 

These suggest the 
way to go. 




LADDERS 



CHEST 
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FIREMAN 
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PLANT 
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LEVEL 2 



ZERO 
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As many as you like from 



andmagik 






WAREHOUSE CLEARANCE 

ofnkw SURPLUS ltt BIT SOFTWARE 



TOP TITLES chosen by our 
experts. Many were in the 
charts jusl weeks ago. 

UNITED Ul AM 111 I S The 

number shown beside each title 
is all that we have managed to 
buy so order today. 



MASSIVE SAVINGS you could 

save over £60 with your very 
first order. 

NO COMMITMENT we are not 

a "Club". Our bargains are 
genuine "NO STRINGS" deals. 
Vou buy only what you want 
when you waul . 



LOTS MOKE Far more lhan 
we can show - place your first 
order with us. to receive our 
MEGA BARGAIN list, plus a 
preview of our next advert. 

GUARANTEE Every title is 
covered by our NO I IASSLE 
replacement guarantee. 




is 



Us 3 



No Trade Enquiries Please 



© Order by Phone © 

(0782) 204639 with your credit card 

Post the coupon today - but HURRY - at our 
incredible prices we expect to sell out FAST. To 
avoid disappointment please indicate your 2nd 
& 3rd alternative choices if possible. 

YOUR LOCAL Software Sufien&t&ie 

1 1 Market Square Arcade 
Hartley STOKE ON TRENT 

6 Mealhouse Brow (off Little 
Undcrbankl STOCKPORT 

27 BALDWIN STREET 
ST HELENS Merseyslde 

6 Waingale 
SHEFFIELD 




Software Superstores ltd 

Unit 7a Oldham St., Hanley 
STOKE-ON-TRENT ST1 3EY 



Name ... 
Address. 



Wink HI 



Post Code I 

Card No Expires / 



TITLE 


COMPUTER 


PRICE 






































A " orders add Post & Packing 


0.95 
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IMPROVE YOUR HEX LIFE! 



'To boldly hack where no 
hacker has hacked before'. 
Jon North POKES about a bit 
and pulls a few juicy routines 
out of the hat... 

THE UNTOUCHABLES (ST) 

Mark Lawrence has been at it again 
(k-fnickl) and has done something a bit 
funky to this Ocean masterpiece. With 
this routine you have infinite energy on 
all levels and also infinite time on levels 
3 and 6. Type it in and RUN it with the 
original disk in the drive. 

10 REM THE UNTOUCHABLES BY MARK 
LAWRENCE 

20T=0:OPTION BASE 1:DIM 

A%n024):CHEAT=VARPTR(A%(1)) 

30DEF SEG=0:REM REMOVE THIS LINE 

IF USING NEW BASIC 

40 READ BS:B=VAL("&H"-fBS) 

50 WHILE B<&H 10000 

60 POKE 

CHEAT+X,B:T=T + B:X=X+2:READ 

BS:B=VAL("&H%BS) 

70 WEND 

BO IF ToB THEN PRINT "DATA 
ERROR ":STOP 
90 CALL CHEAT 

100 DATA 42A7.3F3C,0020.4E41.2C78, 
04C6.3EBC.OOO1 

110 DATA 2FOE,2F3C,0004,Q002,4E4D. 
4FF9.0008.0000 

120 DATA 41FA,001E,3418,224E,7200, 
3018.0380,6702 

130 DATA 3218.D2C0.32D831C9.FFFC, 
51CA.FFEA.4ED6 

140 DATA 0001 .0048.4 1 F9.004F.004 1 . 
43FA.0OO8.2149 

150 DATA 009A.4ED0.41F9.0005.8010. 
20BC.4EF8.O14O 

160 DATA 217C.4EF8.014A.31A4.45FA, 
0010.43F8.0140 

170 DATA 721F,22DA,51C9,FFFC,4ED0, 
31C0.0152.4EF9 

180 DATA 0005.A838.41FA.001C.7000. 
1028.0000, DOCO 

190 DATA 43F9,0006,3000,3018,D2D8, 
3298.5340.66F8 

200 DATA 4E75,0606,0C12,1C22.0001. 
280C r 6012.000l 

210 DATA 2180,600A,0002,2334,4A38, 
046A,4A3O,OOOl 

220 DATA 2E36.6074.0002.2632.4A38. 

0320,4A38,0000 

230 DATA 0000.00164A84 

WARP (Amiga) 

I don't really rate this game very highly 
term... in fact I don't rate it at all) but 
Mark doesn't really care because he's 
hacked it anyway. Slap this into 
AmigaBasic. insert the game disk, cancel 
the two requesters (and no your copy 
isn't knackered} then run it. Shut your 



eyes and think of Basildon in Essex and 
infy lives will be yours. 

10 REM WARP BY MARK LAWRENCE 

20 T=0:X=0:DIM CHEAT%|1024) 

30 READ AS:A=VAL("8iH"*AS) 

40 WHILE AS<>"X" 

50 CHEAT%(X)=A:T=T+A 

60 READ AS:A=VALC&H"+AS) 

70 WEND:READ A 

80 IF To A THEN PRINT "ERROR":STOP 
90 C=VARPTR(CHEAT%(0»:CALL C 
100 DATA 7E40.E98F.7C30.2C78.0004 
110 DATA7202.7060.E988.4EAE.FF3A 
120 DATA 2840.6602.4E75,70FF,4EAE 
130 DATA FEB6,2200,5280.67F2,4BEC 
140 DATA 0048.3AC7,429D,3ACl,93C9 
150 DATA 4EAE.FEDA.2AC0.2A8D.2B4D 
160 DATA 0008,589D.4295,4BEC.0008 
170 DATA 1ABC,0005,41ED.0038,5C8D 
180 DATA 2AC8,3A86,41FA,0050,7000 
190 DATA 7200.224C.4EAE.FE44.4A80 
200 DATA 66B2.7002.224C.49EC.0100 
210 DATA 3340,001C,41E9.0024,20C7 
220 DATA 20CC,4290.3346.0012,4EAE 
230 DATA FE38.41FA.0032.3418.3018 
240 DATA 721F.C240,EA48,D040.43F4 
250 DATA 0000,32D8,51C9,FFFC I 51CA 
260 DATA FFEA.4EEC,0O0C,7472,6163 
270 DATA 6B64,6973.6B2E,6465,7669 
280 DATA 6365,0000,0003,0560.01FF 
290 DATA OE81.6000.0316.401E.51C8 
300 DATA FCEO,41FA.0008.2F48.28A6 
310 DATA 4ED7.41F9.0001.4EC0.30FC 
320 DATA 4EF9.43FA,0008,2089,4EE8 
330 DATA FEC6.4CDF.7FFF.43FA.0016 
340 DATA 45E8,0066.7007,24D9,51C8 
350 DATA FFFC,317C.6004.0060,4ED0 
360 DATA 43F8,323C.4A79.31C1,2E34 
370 DATA 31C1,7DBE,33C1,0001,2E34 
380 DATA 33C1.0000.80C2.4EF8.1600 
390 DATA 0000.X.01776103 

CHAMBERS OF SHAOUN (ST) 

Mark's final hack this month (phew} is 
for infinite energy and more powerful 
punches and kicks in the fight sequence 
of this little beatarama. How does this 
man do so much so quickly? Amazing. 
Anyway, type this lot into your ST, insert 
the Disk A and RUN it. 

10 REM CHAMBERS OF SHAOUN BY 

MARK LAWRENCE 

20 T=0:OPTION BASE 1:DIM 

A%(1024):CHEAT=VARPTR(A%(1)} 

30 DEF SEG=0:REM REMOVE THIS LINE 

IF USING NEW BASIC 

40 READ B$:B=VAL("8iH- + BS) 

50 WHILE 8<&H10000 

60 POKE 

CHEAT+X.B:T=T+B:X=X*2:READ 

BS:B=VAL("&H"+B$) 

70 WEND 

80 IF ToB THEN PRINT "DATA 

ERROR":STOP 

90 CALL CHEAT 

100 DATA 42A7,3F3C.0020,4E41,2C78, 



1 ) Load Workbench, 
then Basic. 2) Type the 
listing in EXACTLY as 
shown. 3) Insert a 
blank disk and SAVE the 
program for future use. 4) 
Remove the blank disk and 
insert the original game disk. If 
you get requesters saying your 
disk is up the spout, ignore 
them. Ifs simply because they're 
non-DOS format and can't be 
read except by the protection 
system. 5) RUN the program 
and the game will load with 
infy Rainbow pyjamas (or 
whatever). If you are trying to 
use the POKES with a cracked 
copy of the game, don't bother 
because it won't work. Serves 
you right for being a pirate. 

04C6.3EBC.0001 

110 DATA 2F0E.2F3C,0004,0002,4E4D. 
4FF9.0008.0000 

120 DATA 41FA.001E.3418.224E.7200, 
3018.0380.6702 

130 DATA 3218.D2C0.32D8.51C9.FFFC. 
51CA.FFEA.4ED6 

140 DATA 0001,OOFD,0007.2E3C.0004, 
0378,7402,7600 

150 DATA 387C.8600.4E75,019F,002F. 
41FA,0008,3B48 

160 DATA F220.4E75.41FA.0012.43F8. 
0B24.7020.32D8 

170 DATA 51C8.FFFC,4EF8,0800,6144, 
4DF8.0C8E.612A 

180 DATA 31FC.4A79.28EC,21FC,0478. 
0028,2872, 4E90 

190 DATA4A87.67D2,4DF8.0CFE,6110, 
31FC.4A79.6D54 

200 DATA 4278,6DF8,4278,6FDA,4ED0, 
4EB8.0D0C.41F8 

210 DATA 2000,303C.C350.4EF8,1440 ( 
0018205D 



I'm being overwhelmed by 
the bottom of the page again, 
so it's nearly timeMo go. My 
thanks once again to Mark Lawrence 
from Basildon in Essex, perhaps the most 
prolific 16-bit hacker to date. You don't 
think so? Think you're better, eh? Well 
I'm afraid you'll just have to prove it by 
sending some blobs to Jon North, IYHL, 
ZERO, 14 Rathbone Place, London 
W 1 P 1 DE. Anything published wins a T 
shirt or a game or something (it depends 
on what mood I'm in) but whatever it is 
it will be extremely trendy and ever so 
expensive to buy. Go ferrit! Thank you 
ladies and gentlemen, my name's Ben 
Elton, Goodnight! 
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crystal tips* 



'and Alistair 



GUTLESS GULLY 



truggling with a game your mates cracked aeons ago and generally 
feeling a bit of o bimbo? Well in that case you've found the right page 
so now go and read it somewhere secret and solitary like um... the 

toilet and if it doesn't sort out that little problem for you, then let's face it 

you are a bimbo. 





For all those who are by now 
totally hacked off 'cos their 
brothers, sisters, parents and 
family pets keep turning up with their 
mates saying 'Oooh, come and look at this 
game, it's iust like a cartoon... go on Billy, 
play that Space Ace one again.', this tip 
from Omer Barak of Israel, might help. 
Pause the game during play, and type 
'DODEMODEXTER', and the game will 
play itself like a huge cartoon. You, 
meanwhile, can go and make a coffee until 
they all naff off again and you can get back 
to your computer. 



Press the HELP key at any time for 
"A") 3 extra jumps and razors. So says 
A. Hawks by of Merseyside. 





Jlmbo M. writes in with a couple 
of penalty stylo tipettes. When 
taking a penalty against the 
computer, set your joystick to 
'autofire', then wait until the ball 
is just past the goalie before 
shooting. This should guarantee a goal 
every time. In two player mode, when you 
are in the nets against a penalty, setting 
your joystick to 'autofire' before the 
penalty is taken should result in a save 
every time. 



A 'sort of tip from Chris 
Greenwood. Very 'sort of. 
Whilst racing round the stunt 
track: "Aim at the bridge jump 
and time it so that you are at 
maximum speed when you take 
off. When you eventually land 
you. your car and anything 
coming towards you will 
disintegrate into about 500 zillion pieces.' 
Er, great Chris. Don't call us... 



Type in 'CASTOR' at any time 
during play, and the screen should 
flash green for a second or so, 
Once the game starts properly again, both 
of your ships will be invulnerable. 





On one player, guide your man to | 
the bottom right of the screen. 
When your partner passes the ball| 
to you, slam it straight ahead of 
you. The computer's returns 
invariably end up off the court, and 
it should be fairly easy to win with this onq 
little glitch. Thanks go to Simon Jones & 
Merseyside for that one. 





A quick guide to Level one warps 
from Soon Miller of Surrey. 
Level 1 . 1 : At the end of this level 
there are three platforms. Stand 
on the highest and shoot left 
whilst jumping. A warp will 
appear. 1.2: Jump up two levels at the 
beginning and fire left for another warp. 
1.3: Get a balloon, go up and right, then 
down, keeping next to the loft hand wall. 
About two inches from the floor fire. 1.4: 
Go through the water and up until you 
reach a platform with two letters on iL 
Walk left whilst firing for yet another warp. 



A picotip for level one from M.J. 
Taylor of Darwen in Lancashire. 
Give your ship the most powerful 
laser and on reaching the meanie 
at the end of level one, pull it back I 
to the mid left of the screen, set 
the joystick on autofire and leave 'em to 
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Kelly's Heroes returns 
for a second thrilling 
instalment. Have letters 
been flooding in? Have the 
ZERO posties been 
complaining about all the 
extra mail? Er... no, actually. 

What ho mateys. The second Kelly's Heroes already 
and no one's written to me yet. That's because at 
the time of writing, the first one hasn't hit the 
streets yet, but hopefully I should have some genuine mail 
next time round. In the meantime, we managed to remove a 
few letters from Binky's carcass, which at the time was still 
tangled up on the barbed wire at the Swiss border. Tsk. The 
things people leave lying around. 

The first letter is from P. Mlnola of Wakefield, who 
wants some help on Gauntlet II, namely 'how do you find the 
secret rooms?' I didn't know there were any myself, but 
fortunately the bods at US Gold were on hand to help. Once 
you have cleared a dungeon, they sez. retrace your steps 
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collecting all the super shots as you do. Don't use your fire 
button and when you then go to the exit you will end up in 
the secret rooms. Simple eh? 

Loo Horpor was one of the fortunate many who got an 
ST last Christmas, along with the Power Pack. Unfortunately, 
he's not doing too well with Predator, so he turned to Binky 
(R.I. P.) for help. Luckily for Lee, we know a bit about this 
game. Hitting the F10 key whilst playing should give you a 
full energy ratio which could make things a little easier - 
yep, it's as simple as that. 

Nebulus, that absolutely stunning game from John 
Phillips, has recently been given a new lease of life in a PC 
version. No cheat for that one I'm afraid but for those of you 
stuck in the ST or Amiga versions, typing 'HELLOIAMJMP' 
should give you infinite lives. 

Finally, a plea for help. D.C. Moore wants help on the 
Amiga version of H.A.T.E., the Gremlin game we reviewed 
yonks back, and also Xenon. If anyone out there knows of a 
cheat, a playing tip or even a POKE for these, drop Kelly's 
Heroes a line. Likewise, if you're stuck in a dungeon with no 
sign of an exit, keep getting killed by the alien on level 52 or 
simply want to see the final screen of a game, put pen to 
paper and we'll get 'Ver Lads' to straighten it out. Pip Pip. 
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ADDICTION BEYOND DELI 

:anc!VG Feb 1990 94% jM 
'Mama is "a classic puzzle arcade game lhat is so addictive, it shou ••' comewithaGc n - ■ c. 

; Mania is a game of great ingenuity, simple in concept and Iriendis'iiy -.mi.; ; iv 

I Vc-j a need to act instinctively, but think strategically! 
[foe wrong move, one bnet hesitation or mis-placed pipe sectta 
1ST Action 

Fee Mania is a conceptually simple and cheeky 
jime which is incredibly addictive" 
ICommodore User Screenstar 

pemficalty addictive... outlasts any arcade converse 



If 



wn in a sea of slime! 



AVAILABLE FOR 
Commodore Amiga 
IBM PC and Compatibles 
Atari ST 

Commodore 64 Cassette 
Commodore 64 Disk 

Spectrum Cassette 
tptctnjm Disk 

Amstrad CPC Cassette 
^■bdCPC Disk 



:lfon Cassette 



4i - 
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C*fO March 1990 

"Buy th,s game and you may never sit 

The Games Machine Star Player Award 83% 

A cuzzie gameqlgreat ingenuity and addictivity 
Pipe V ima is «rmc:e in concept tendishlv 
i ^nging in rjlay. and attractive to look at" 

Sizzter 

'ely guaranteed to drive you round trie 
»nd" 

Amiga Computing Excellence Award 95% 

*A game with a game play that shines" 

Game Players Award USA 

'Best PC strategy game of 1989" 
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SPOT THE 



ONE OF THREE ONE WEEK SPORTS HOLIDAYS WITH 
BOBBY CHARLTON!!! 

PLUS 50 SQUIDLIES SPENDING MONEY! 
PLUS A COMPLETE FOOTBALL STRIP OF YOUR CHOICE! 
PLUS: 1 0 FA LEATHER FOOTBALLS 
50 COPIES OF VIRGIN'S FORTHCOMING WORLD CUP 
SOCCER '901 



Well, Brian, with 
the impending release of 
Virgin's World Cup Soccer 
'90. how do you rate the 
game's chances? 



It looks like a hot 
property to me Jimmy, it's 
a coin-op conversion with 
close-up view of goals from the 
^perspective of either the striker, 
or the goalkeeper! 



— • 






Back at Hie ZERO 
Offices, Prizes Galore 




Right now it's over to the 
ZERO office for the final 
score on the prizes.. 



First prize, courtesy of Virgin Mastertronk, is a stupendoi 
one week's residential course on a Bobby Charlton Football 
Holiday. Fancy honing your footie skills, meeting top stars 
and visiting a major British club? Then here's your chancel 
It's open to girls and boys aged 6-18 and all residential 
board and lodging is sorted. Furthermore those kindly 
Virgin folk will also fork out 50 quid spending money... oh, 
and they'll also supply you with a full football kit in the 
team colours of your choice including bootsll 

10 second prize winners will be 'passed' an FA approved 
leather football and 50 runners-up will receive a copy of 
the brilliant World Cup Soccer '90 game itself!! And now 
back to the studio to find out what to do from Saint and 
Greavsie. 



ack in the Studio 



The 
'What 

You Have 
To Do' 
Soccer 

Round-up 



With such special 
prizes at stake, you can 
expect some tough opposition 
from the competition. What 
do the players have to do 
Greavsie? 



Well, pictchured above 
you can see the England squac 
en route to the Wurl' Cup in Italy. 
Hidden in the picture are several 
Wurld Cups, and what we want 
you to do, is to find 
'em all. 
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• Only readers aged 6 18 are eligible fo' the Dot 
[Tire Second and thud p'lret are available to all. 
World cup soccer '90 is available on ST and Amiga 

only. 

• Any members ol Ihe Virgin Masiertronic or ZERO 
teams found entering this compo will be transferred lo 
Siberia 

• Entries received after May 3ist 1990 will be 
relegated to the btn. 

• Ihe Ed is tho Ret lor this compo so don't argue or 
you'll be shown tho Red Card< 
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fillH AMIGA BATMAN PACK 



INCLUDING BATMAN THE MOVIE 
INTERCEPTOR • NEW ZEALAND STORY 
DELUXE PAINT II • AMIGA BASIC • flRWtt 
7 MANUALS • MODULATOR AMIGA EXTRAS 13 
BASIC t-2 • WORKBENCH 13 

THE VERY FIRST /ENGLISH) plus 
10 EXTRA TITLES including 
BARBARIAN • MERCENARY • IKARI WARRIORS 



■ « — m 



Sold Separately 1 699 

lli II* l mi, (|(|) 

'Bt/OGtt* CAWIASU ifV34S% 



£399 



£17 month" 




25 MICROSNIPS CERTIFIED ERROR FREE 3»A" 

0S0D DISKS 
SONY 3'j4 H 0S00 (BOXED IN 10s) 
LOCKABLE MULTIPURPOSE DISK BO* 

(Holds 40 3V," DISKS) 
tOCKABLE ANTI STATIC DISK BOX 

(Hold! BO 3'/,' DISKS) 

50 37," DISK LABELS & DISK BOX 
SPONGY MOUSE MAT 

LUXURY OUST COVER SUITABLE EOR AMIGA 
PHILIPS 8B33 DUST COVER 
BOWTHDRPE SURGE PROTECTOR PLUG 
APOLLO 4-WAY ANTI-SURGE 

TRAILING SOCKET 
PANASONIC 10BI RIBBON 
STAR NL 10 RIBBON 2 
STAR LC 10 MONO RIBBON 2 
STAR IC 10 COLOUR RIBBON 
2.000 SHEETS 60gm MICROPERF FANFOLD 
2.000 SHEETS BQgm PLAIN FANFOLO 
1,000 SHEETS BOgm MICROPERF 



£696 
£2 99 
£5.95 
£795 
£896 
£1195 

£2495 
£495 
loi £995 
h» £9 95 
£795 
£15 95 
£1395 
£1095 



— MONITORS 



PHILIPS 8833 MED RES COL MONITOR 
COMMODORE 1084 COLOUR £239 00 

PHILIPS PROFESSIONAL COLOUR £289 95 



I 



BARGAIN BUY!!! 



Q-TEC 3'//' IMG DRIVE lor 
ASOO/ 1000 and 2000 

SUM Sill • lOW POWIP CONSUMPTION 
HICHIY ftfUABU - IXCtllW P-W PfPfORMANCt 



only £79.95 

Instant Credit Available Ask for Details 

U" Postage ind Packaging items under £50 add £2 Items under £100 add £5 Ittmi over £100 add 
£10 l» CUMtr DaMyy "dudes delivery to you the day after despatch Overseas customers Europe 
Full pnea shown mil cava' carnage end packaging Non European add S% lo total 
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ST REPLACEMENT MOUSE LEAO . f 5 W 

ST MONITOR (520 STFM 1 mg 

DRIVE VERSION) fi095 

520 STFM PHILIPS 8833/8852 SCART f 10 9! 
520/1040.FERGUS0N MCO5/MC09 £10.9S 
13-PIN OIN TO OPEN END LEAD. £5 9' 

ST./CENTRONICS PRINTER LEAD £8 9' 

13 PIN OIN PLUG TO 2 « PHONO 

PLUGS (2m) fsjs 

ST TO BOTH COLOUR AND MONO MONITORS 

(allows simultaneous connection) .. . £21 9S 
ST TO NEC MULTISYNC/ TAXAN 770 + MONITOR 

8-WAY 0 PLUG lo 13-PIN OIN PLUG VIA SWITCH 

BOX (3 DISPLAY MODES) £23 » 

ST TO M0DEM/RS232C 25W D/PLUG TO 

25W D/SOCKET 

4 PLAYER JOYSTICK ADAPTOR 

JOYSTICK/MOUSE EXTENSION LEAO 

MIDI CABLES (PAIR COILEO) 

FLOPPY DISK DRIVE CABLE 

DISK DRIVE EXTENSION CABLE 
DISK ORIVE ■ SHUGART INTERFACE 



PHILIPS 8B33 MED RES. 

COLOUR MONITOR "MRP £343 £249.01 

ATARI HIGH RES MONO MRP £149 95 £129 01 



STAR LC 24/ 1 0 MRP £459 00 £299 OA 

PANASONIC KXP1 1 24 MRP £459 00 £299 95 

STAR LC-10 MONO MRP £239 00 .. £119 9 l 

STAR LC- 1 0 COLOUR MRP £29900 ■ £229 9! 

PANASONIC KXP 1081 MRP £19900 £16991 

CITIZEN 1200 MRP £199 00 £149 9S 



ACCESSORIES & 

E 



10 RAO 37," OSOD MRP £22 95 £14 V 
10 TDK 3'//" DSDD MRP £29 95 

(World's Best) fi4j{ 

25 BULK CERTIFIED ERROR FREE 3V," 

DSDD DISKS f22K 

LOCKABLE ANTI STATIC BOX w. *o 3% £6 9i 

50 3 '.' DISK LABELS ANO DISK BOX £3 fl 

ATARI ST MOUSE CONTROLLER £24 J* 

SPONGY MOUSE MAT fSf! 

NEW KEMPSTON ST MOUSE £29 K 
LUXURY OUST COVER suxable lot 

1D40/520 ST £(H 

PHILIPS 8833 OUST COVER £7* 

BOWTHORPE SURGE PROTECTOR PLUG £11 95 
ROMANTIC ROBOT FREEZE FRAME 

BACK-UP DEVICE £59 H 

PANASONIC IDB1 RIBBON £1M 

STAR Nl 10 RIBBON 2lot£8M 

STAR LC 1 D MONO RIBBON . 2 lot £1. 

STAR LC- 1 0 COLOUR RIBBON £791 



! 



I! 



mm 

SEN" 

fob 

BOB Vz&S' 
IIST 
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DRIVES 



CUMANA 1 mg 37/' ORIVE WITH PSU £95 Of 
Q-TEC 1 mg 3'/,'' DRIVE INC PSU £7915 
ATARI SF 354 Timg DRIVE INC PSU . . £65 00 
ATARI 20 mg HARO DISK By TRIANGLE £499 95 
CUMANA 3V5"/5%" DUAL DRIVE INC 
PSU STM ONLY £|99 9i 



SPECIAL OFFER".! 



POWERPACK plus £250 SOFTWARE 

Instant Credit Available - Ask for Details 

UK Postage and Packaging items under £50 add f ? Ita mi under £1 00 add £5 hems over 1 100 aK 
f 1 0 lot Courier Delivery Includes delivery to you Ihi day arler despatch Ovt> teal customers f \itty 
Full price shown <nH covet carnage and packaging Non European add 5% to total 



37 Seaview Road, Wallasey, 
Merseyside L45 4QN. 
051-630 3013 051-630 5396 
051-691 2008 Fax 051-639 2714 



37 Seaview Road, Wallasey, 
Merseyside L45 4QN. 
051-630 3013 051-630 5396 
051-691 2008 Fax 051-639 2714 
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Tim Ponting frequently 
tells porkie-pies about 
being 'a prominent 
member of Mensa'. 
Strapping him into a 
chair with three new 
'puzzle games' seemed 
like a good way of 
bringing him down a 
peg or three... 

ATOMIX 

Thalion (Grandslam)/Amiga, 
ST & PC CI 9.99 /Out Now 

Apparently endorsed 
by Albert Einstein 
himself (his famous 
straggly hairy bits 
appear on the title 
screen), Atomix is 
rather like Lego for the 
nuclear physicist. You're presented with 
a maze around which atoms are 
scattered and you have to build tho 
molecule shown at the corner of the 
screen within a certain time limit by 
moving them horizontally or vertically. 

Things are hampered by the fact that 
when you move an atom, it continues 
until it hits an obstacle. This makes fine 
positioning a bit of a nightmare. It 
requires the same sort of mind as those 
little tile games where you were 
supposed to form the words GOAT, 
RULE, DIET, and CAB within a square 
frame by sliding the bits around. It's 
intriguing at first but a bit repetitive until 
you get the passwords to skip to the real 
humdingers from level ten onwards. 





E-MOTION 

US Gold /ST CI 9. 99/ Amiga & 
PC £24.99/Out Now 

E-Molion is all about 
population control. 
The idea is to bang 
11 . away like an armed 
policeman without 
creating babies. Or 
something like that. 
You control an, erm... thingy with an 
arrow on top showing the direction in 
which you're facing. Knocking balls of 
the same colour together causes them to 
disappear. If, by some careless accident, 
two orbs of different colours collide, 
baby balls are produced. Being a good 
cannibal you eat them, because if you 
don't they grow into big balls 
themselves of yet another colour. 

Darwinism has never been so 
annoying. The idea is to get rid of all the 
balls before they explode and it ain't 
easy, mainly because your thingy is 





awfully difficult to control. 

E-Motion is a game you'll either love 
or hate. It requires a good deal more 
joystick juggling than most puzzle 
games, which will almost certainly make 
it or break it depending on your point of 
view. But no matter how fast your 
reflexes, a dumb move can spell disaster 
as the population on screen takes off like 
rabbits on an 18-30 holiday. A complete 
load of balls. In the best possible taste. 



GRAPHICS © ADDICTIVEHESS (J) 
SOUND © EXECUTION © 



KLAX 



Domark/ST & Amiga £19. 99/ PC C24.99/Out Now 




This knee-tremblingly 
addictive To fris - with - 
knobs -on 16-bit 
conversion comes 
hard on the heels of 
its arcade release: 
somebody some- 
where obviously 
thinks it's a licence to 
print money. And 
rhey'r* not far wrong, 
^y^— Klax is one of those 
^■^B. j 'only one more go, 

honest' type of 
games, with depth 
and subtlety that 
grows with every 
return to the keyboard. 

The rules are dead simple. Coloured 
bricks roll one by one down a table 
towards your paddle at the bottom. 
You have to collect the bricks and pile 
them up below the 
paddle in such o way 
that they form vertical, 
horizontal or diagonal 
lines of the same colour 

- at which point a 'Klax' 
is made and they 
vanish. Each level has a 
target for its completion 

- either a points total or 
a number of specific 
types of 'Klax' to make. 
Up to five bricks may be 
held on the paddle at 
the same time, allowing 
you some control over 
the order in which you 
dump them. You can 



also use the paddle to knock a brick 
back temporarily to pick up another 
brick first. Once all five piles reach 
five high, you're stuffed. 

After a few plays, you begin to 
realise the depth of strategies 
available to you as patterns begin to 
etch themselves indelibly into the 
grey matter. Create one 'Klax' and if 
you're smart, ifll trigger off another 
as the bricks disappear. There's only 
one drawback: the graphics aren't 
particularly well defined, so colours 
can be easily confused and the 
paddle position misread at vital 
moments. But that minor quibble 
aside, Klax is a real hooker. 
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Alio alio! This is where ZERO 
puts on a beret and a string 
of cliches to take a look at 
old games on new formats. 
On y va ? 

TOOBIN 

Domark/£24.99/Out Now 

Paul: Some people say that 
Toobin was a big hit in the 
Arcades, then again some 
pooplo will say anything. If it 
was a hit I really don't 
understand why since it's neither 
interesting nor attractive. 

Toobin is all about shooting rapids but 
instead of doing this in a canoe you're in a 
rubber ring which is about as controllable 




to 



as a Triumph 750 without handlebars. This 
is rather unfortunate as you have to paddle 
your way past obstacles ranging from 
vicious punks to hungry crocs with only a 
few old coke cans to protect yourself. 

Control is obviously hampered by the 
flow of the tide which also has a nasty 
tendency to speed you up just as you're in 
the middle of a particularly tricky 
manoeuvre. Less obvious, but more 
irritating obstaclos are the scoro cards 
which obscure the top corners of the 
screen. Good thinking boys, why not just 
slap them right in the middle? 

The graphics themselves look like a 
straight port from a Sinclair game and not 
a very good one at that. A bit of a novelty 
gamo which, once the novelty has worn 
off, will probably sink to the bottom of 
most games piles. (Oue/t.t7cU 
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e met a man in a pub whose friend's younger 
5 sister knew a bloke who had never even heard of 

m S Operation Thunderbolt. This was a bit of a shock because I 

t mou 9 nr oveybody knew about Operation Thunderbolt. 
VL/ Perhaps he was Welsh. 

For the benefit of the man in the pub's friend's sister's friend 
Operation Thunderbolt is a sequel to Operation Wolf and is all about 
killing people, especially if they're foreign. 

The action takes place over seven levels of vertically and horizontally 
scrolling action. Scrolling is smooth and the opposing sprites are both 
well drawn and well animated. This version loses out to the Amiga 
somewhat in its sound which is a bit thin. Real enthusiasts will be 
disappointed to hear that the dogs and cats no longer yelp when shot. 

What the ST version hasn't changed is the difficulty of the game. 
Taking on half the Libyan army with your last two bullets is never 
going to be easy especially when you've only a vague idea where the 

^^^^^^ bullets are going. As the hoary 
GRAPHICS © addictive NESS © EfflS ^ Arabian proverb goes: 
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"Man who fails to get laser 
sights will not live to see the 
next series of ALF." 



SOLDIER 2000 



Artronic/£19.99/Out Now 

Paul: Soldier 2000 is a 
shoot 'em up not a million 
miles removed from Opera- 
tion Thunderbolt. Hostages 
have to be rescued and 
you're the only man, or in this case 
woman, for the job. After visiting the 
armoury to select weapons and armour 
(paying careful attention to weight) you 
gird your loins and go into action. 





Action takes place in rooms and 
corridors. The corridors are safer but not 
exactly littered with hostages. The 
rooms, which are viewed in first person 
perspective, are full of hostages but have 
more terrorists than you can count on the 
bullets of one magazine. To add to your 
problems the lights keep going out (that's 
privatised electricity for you) which is 
where your infa-red sights come in... or 
would, if they ever bloody well worked. 

Soldier 2000 is a tough shoot 'em up 
in both senses of the word- It's very diffi- 
cult to complete and if you shoot anyone 
they collapse into a heap of bloody 
rags. It's not particularly original but 
as far as it goes it's pretty good. 
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IMPRESSIONS. Chesham House. 29-30 Warwick Sircet. London WIR 5RD 





Combo Racer brings the reality of this 
amazing sport to your home computer 
for the first time. Experience the 
sensation of this one or two player 
game. Rely on the co-operation of the 
second player If you dare. 

Compete across eight pre-determlned 
courses or utilise the complete 
construction system to create your 
own perilous circuits. 

Combo Racer is probably the 
fastest 3D racing game available for 
the home computer making this a must 
for speed freaks. 

Available on 

CBM Amiga and Atari ST 





S ew in shots from various versions 





All mail order enquiries to: 
GREMLIN GRAPHICS SOFTWARE LTD., 
ALPHA HOUS£, 10 CARVER STREET, SHEffRELD SI 4FS. 
TEL: (0742) 753423 
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ATARI LYNX 
ATARI VCS 
KONIX 

NINTENDO ES 
NINTENDO GAME BOY 
PC ENGINE 
SEGA MS 

SEGA MEGA DRIVE 
SUPER GRAFX 




REVIEWED 




TATSUJIN 

Coin-op quality shoot 'em 
up on the Megadrive. 



SPECIAL 




See how US Gold's Gauntlet 
and Impossible Mission are 
shaping up on the Sega. 



storms onto 
the Sega 

Megadrive 
version off 
Dragon's 
Lair 

Games 
coming soon 
for the 
Super Graff x 

Plus news, 
reviews, tips 
and cheats 
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Let loose with Life Forte 
on the' Nintendo 
Entertainment System 
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R ATM AM ' S ° snac ^ ow in tne darkness, 
DMIlVIMIl as elusive as a dream. High 

above the seamy streets of GOTHAM, he is a 

criminal's nightmare.The only hope for a desperate 

city - BATMAN. 
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AMSTRAD 
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Slap Shoot 

These two new titles ore destined 
for the UK. Hurrah! 



..^Tr Coming up soon for the 
Sega are RC Grand Prix 
and Slap Shoot. RC Grand Prix 
is a car racing game for up to 
four people. Play doesn't take 
place simultaneously, instead 
each player must race on his 
own. Slap Shoot Is, of course, an 
ice hockey simulation. Keep your 
eyes peeled for this one; player 
control is good and close-up 
replays of goal scoring are 
graphically excellent. 



console J7TT771 

ANOTHER ONE IN THE HAND 

i" s i No sooner has all the fuss died 
f" Jdown concerning NEC's proposed 



"ill/ palm-lop PC Engine than Sega 
decides to stir things up again. The 
company has just announced that it too 
is to launch a hand-held console. 

A colour hand-held Sega based on 
existing Master System technology is 
expected to be announced - if not 
launched - at a Japanese technology 
trade fair this week. 

The console will be able to run 
existing Sega games on smart card 
format - ironic really, as a few months 
ago Sega wanted to phase out the credit 
card-sized games due to the flimsy 
nature of the format. This bodes well for 
the machine's future as it already has a 
huge software base to start from. As 
Atari are discovering, it's all very well 
having a high-tech piece of hand-held kit 
but if the software's not there, you're not 
going to get many supporters. 

Although no price or release date 
has been confirmed for the Sega 
machine, industry pundits reckon that 



the price will fall somewhere between 
the Game Boy and Atari Lynx, 

With all the hand-held consoles that 
have been released or announced of 
late, you're going to need a very large 
palm to carry them all. 




Artists Impression of the Saga hand- 
hold due for Imminent roloaso In 
Japan. 



INTO THE FIRE 



Yes, these pictures really are from a 
forthcoming Master System game 
called Fire And Forget II. French 
software house Titus has been given the 
go-ahead by Sega to release three Sega 
games during the next year. Fire And 
Forget II is the first, 

FF II is a racing game in which the 
objective is to destroy anything lying in 



your path. The graphics are absolutely 
astounding and the speed at which 
things move is also impressive. 
According to Titus' boss, Eric Caen, the 
Japanese thought FFII was technically 
the most brilliant game they had seen. 

But who cares about technicalities ? 
If it plays as well as it looks, you're in for 
a treat and what's more, it's out soon. 




Mr* and forgot If on the Saga Master 
System. Cars, colours and cacti - what 
mors could you want? 



ttrol 



car buff how are you going to got the two 
vehicles flying overhead? 




HALF A CPC 



Some months ago Amstrad 
reduced all the components 
inside the Amstrad CPC 
computer to fit on half the original 
circuit board. Cost cutting? Far from it; 
the original expense incurred in 
getting it to the compact size would 
have been phenomenal. 

Although the reasons for reducing 
the machine's circuit board weren't 
appreciated at the time, it all becomes 



clear now that Amstrad are set to 
launch a console based on CPC 
technology. A console the size of a CPC 
would be ridiculous! 

Software houses both sides of the 
Channel have confirmed that there is to 
be an Amstrad console as software 
development has already started taking 
place. Unfortunately Amstrad have 
issued all manner of non-disclosure 
agreements to software houses, 



making it impossible for them to reveal 
the juicy details. 

However, what can be gleaned is 
that the machine will run existing CPC 
software. The games will, of course, 
have to be converted to cartridge 
format before they can be used. The 
Amstrad console will have an 
enhanced palette and will be able to 
access more memory than the existing 
CPC range. 
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CONSOLE 




STAY A WHILE... 

Two absolutely shinning Sega games are currently 
being developed by Birmingham-based US Gold. 
Richard Monteiro went to investigate and stayed forever. 



treSoft 




If you played it on a Commodore 64 
you will never forget the game's 
opening phrase: 'Stay a while... stay 
forever!' If you've got a Sega you'll soon 
be hearing the very same words. Yes, 
US Gold are in the thick of producing 
Impossible Mission, But that's not all - 
the monster arcade hit Gauntlet is also 
being converted to the Sega. 

Gary Priest, former Gremlin 
programmer and creator of games such 
as Basil The Great Mouse Detective, Hot 




The Impossible Mission code will be 
about 16K In length, the graphics a 
further 60 or 70K and the sampled 
sound another 20K. Sega cartridges can 
hold 1 28K of Information. 




Like the C64 version, you've got a 
limited time to search for pieces of 
puxsle and put them In the correct 
order in the Sega version of Imposslblt 
Mission. 





Impossible Mission sports some of the 
finest graphics you're likely to see on 
the Sega. 



Shots, Technocop and Footballer Of The 
Year II, is doing Impossible Mission. 

"I've had the C64 version alongside 
me and am trying to get the Sega 
version to be as similar to it as 
possible," admitted Gary. "Most of the 
graphics and animation have been 
ported across from the C64 to the Sega. I 
don't want to change the game too 



Even the ST version's 
scroll looks sick 
against the Sega's. 



much as the original was liked by 
everyone. Of course, the graphics have 
been touched up, there's more colour 
and the gameplay has also been 
improved. But apart from that little is 
different. I'll even get the same digitised 
speech in the game." 

The game is due for release in three or 
four months time; Gary has been working 
on it for four and a half months. It already 
looks very impressive. The main character 
is beautifully animated and control is 
exceptionally smooth. 

"It's a great feeling 
writing a game for a 
machine that no one 
outside Japan has used 
before," enthused Gary, 
"Programming the machine isn't too bad. 
But it's impossible to access screon 
memory directly: it's like programming 
through a keyhole which can be time 
consuming. The Sega has got hardware 
sprites and 32 colours can be used from 
two palettes, so it's possible to have ST- 
like graphics on the machine albeit in a 
slightly lower resolution." 

Gauntlet, currently being 
programmed by Tony Porter, looks 
equally impressive. Even when the 
action gets hectic and there are 
screenfuls of ghosts or other characters, 
there is no flicker or slowdown. 
The game is going to be a 
huge hit. It's a more 
accurate conversion 
than any of the other 8- 
bil versions. Even the ST 
version's scroll looks sick 
against the Sega's. 

Why do many Sega games suffer 
so badly from flicker when there are 
sevoral sprites on the screen? According 
to Gary it's due to poor programming 
techniques: "It's only possible to have 
eight sprites on a line which can be eight 
pixels wide (so essentially you can only 
havo 64 pixels worth of sprites on a 
line). Rather than cutting down the 
game, programmers will make the game 
as similar to other versions as possible 
regardless of how it finally looks or 
plays. Plotting another sprite after the 
eighth will make the first one disappear. 
As sprites are plotted and unplotted on 
screen quickly, there aren't long gaps 
between a sprite disappearing and 
reappearing. However, it's notice-able 
enough to get the flicker effect." 
Gauntlet gets round flicker by using 
character graphics rather than sprites. 

The often dubious quality of some of 
the Sega games is down to the strange 
programming habits of the Japanese. 
Generally there are around six people 
working on a game for a year. It's the 
way developers recruit programmers 
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From left to right are Oary 'ordained' 
Priest, Tony f»otter and Bob 'suit of' 
Armour. Oary is writing the Sega 
version of Impossible Mission while 
Tony and Bob are working on 
Gauntlet tor the Sega and Atari 7800 
respectively. 

that is bizarre; they put an ad in the local 
rag asking for anyone interested in 
computing to contact them. The 
developers then train the new recruits 
and get them to join a team of novices 
to start work on a game. Established 
programmers aren't even considered. 

Development takes place on 
an ordinary PC running a Z80 
assembler. Z80 Probe - which 
takes the place of a Z80 chip - 
plugs into the Sega's Z80 socket 
and gives the coder complete 
and constant control over the chip. A 
RAM cartridge is used for storing the 
game rather than a ROM card. 
Downloading code to the cartridge is 
fine but not as fast as PDS. There's 
nothing flash about the kit; it's functional 
and oasy to use. 

Astonishingly US Gold are working 
on Atari 7800 games. Bob Armour has 
already produced one. Tower Toppler, 
and is currently working Gauntlet. 
AlthoughTower Toppler hasn't appeared 
in the UK - presumably due to the fact 
that the 7800 hasn't been marketed 
particularly well here. There are around 
two million consoles in the States. 

The 7800 development kit comprises 
the following: a Mega ST running Atari's 
proprietary combination 6502/68000 
assembler, lead from ST to 7800 RAM 
cartridge and downloading software. 




Covntlet on the Sego. A groat coin- 
op conversion featuring one or 
simultaneous two player action, 
over 100 levels and digitised 
sound. 




No matter what's on the screen In 
Gauntlet, the characters don't 
flicker and the game doesn't slow 
down. 
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A NEW WORLD OF POWER 




FOR ONLY 

£34.99 



THE 




1 1 ml* 



IS HERE! 



• SYNCRO EXPRESS IS A HIGH SPEED DISK DUPLICATION SYSTEM THAT WILL PRODUCE COPIES OF YOUR DISK 
IN AROUND 50 SECONDS!! 

• Syncro Express requires a second drive & works by controlling it as a slave device & ignoring the ST or Amiga 
disk drive controller chip whereby high speeds & great data accuracy are achieved. 

Menu driven selection for Start Track End Track - up to 80 tracks. 1 side, 2 sides. 

Very simple to use, requires no user knowledge, • Also duplicates other formats such as IBM. MAC etc. 

• Ideal for clubs, user groups or just for your own disks. • No more waiting around for your disks to copy. 
Probably the only duplication system you will ever need! . 




By using an on-board Custom LSI Chip, Syncro Express has the power to transfer an 
MFM image of the original disk directly to your blank disk - quickly, simply and 
without any user knowledge. One external disk drive is required*. 

SYNCRO EXPRESS IS AVAILABLE FOR BOTH THE ST AND AMIGA SYSTEMS - 
PLEASE STATE WHICH REQUIRED WHEN ORDERING 
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second drive we can supp 
ESS together with a driv 

Y £104.99 (AMIGA) 
LY CI 



HOW TO GET YOUR 5"> pCi{0 EX Pl{ES'S' 



TELEPHONE (24 Hrs) 



0782 744707 



- CREDIT CARD ORDERS 



WE WILL DESPATCH YOUR ORDER QUICKLY \ EFFICIENTLY IO ENABLE YOU 10 START RECIEVINQ THE BENEFITS O* YOUR PURCHASE WITHIN DAYS. NOT WEEKS 
ORDERS NORMALLY DESPATCHED WITHIN 48 Mrm. ALL CHEQUI6 POSTAL ORDERS MADE PAYABLE TO .. 

< DATEL ELcCTi^OniCS" LTD., 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS. ENGLAND 

TECHNICAL CUSTOMER SERVICE 0782 744324 



1 UM t"i CONSOLE 



LIFE FORCE 




CONSOLE 



CLASSIC 



Konami/$29.95/Nintendo 

"Holy slithering sensations. 
Batman. Just wriggle over 
here and take a look at this. 
I think we're done for." 
"You're right, Robin, but tell 
me, what on earth are we 
doing here?" 

"Well, it's going to be a long time before 
we appear in a console game so 1 
thought I'd make the most of it now." 

(That's it you two! Hop it! Ed.) 

"Do you know, Boy Wonder the 
trouble with some people..." 

(Go! Ed.) 

You'll know it better as Salamander. 
Well you would if you'd played it in the 
arcades. Like many coin-op conversions 
for the Nintendo that appear in the UK, 
the original arcade name has been 
distorted for some reason. Ghosts 'N' 
Goblins, for instance, appeared as Ghost 
'N Goblins on the Nintendo. And, yes, 
there is no apostrophe after the 'n'. 



Generally the name changes are subtle 
and it's not too hard to work out what 
the original game was called. But the 
distortion from Salamander to Life Force 
is quite something. Nuff said! 

"Holy Tedium! Doesn't he go on, 
Batman. Very boring..." 

(Get the batwing out of here! Ed J 

Life Force is a one or two player 
simultaneous shoot 'em up. There are 
six levels; odd-numbered levels are 
horizontally scrolling while even- 
numbered levels are vertically scrolling. 

Get this - the whole reason you're 
shootin' up the place is because some 
planet-eating alion called Zelos is 
chomping away at the galaxy. Trouble is, 
the alien took one bite too many and 
now you're inside him. The only way 
you're going to get out Is by soaring 
(sawing - geddit!) through his guts, 
hammering his hormones, blasting his 
ba... (yes, we've got the idea. Ed.). Stop 




THE PICK OF THE POWER-UP PODS 



Blasting certain enemy craft will result in power pods being left behind. Yoo can 
capture the pods to increase your power-up potential from speed up to force field. 





SPEED UP 

Allows yew to Manoeuvre more 
quickly. Can be vital for dodging end- 
of-lovel guardian*. 



MISSILES 
Enables you to fire twin Destructo 
rockets. Aliens glued to the sides of a 
level are soon destroyed with these. 



You've got to watch your goalies as 
those groping hands got everywhere. 
Looks like you're In for a fondle 'cos 
the reproducing brick has cut off the 
path ahead. 



.■J * 
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Oh, man! Looks like some oversized 
alien Is trying to eat you for 
breakfast. Or Is It after the chicken 
legs rapidly approaching? 





0 0 0 0 



RIPPLE LASER 

Starts from a small points and moves 
out Ilka ripples In a pond. Useful for 
attacking enemies at long distances. 




OPTION 

Me thinks this got translated Incorrectly 
somewhere along the line. What's an 
OpHon? The word Is meaningless In this 
context. What you get Is up to two 
outriders. Both of which fire cannon shot*. 




PLUTONIC LASER 
This provides you with serious 
destructive capabilities. The best 
weapon to have. 




FORCE FIELD 

Protective shield which will prevent 
aliens and bullets from harming you. 
It's good, but don't rely too heavily 
on It. 




You're entangled In a spaghetti jungU 
The only thing to do Is oat your way 
out. Yum, and those must be the 
meatballs up ahead. 




You've made It to level 3. Things 
move vertically rather than 
horizontally. Bumping Into those 
rocks will destroy you. Picking up Hi* 
star-shaped ob|ects ahead will give 
you extra weapons. 
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3 TliU definitely looks bod for your 
health. It's grotesque. Are you 
sure 1 went out with that thing? 


4 Har, her. It's ol' one-eye. Blind 
Tim, blind Tim gulch. Burn his eye 
out. Mar, har, that'll stop Tim. 



interrupting Ed. I was only going to say 
blasting his baseball hat! Erm. and you 
win by blowing the alien's heart out. 
Easy, (well maybe not!) 

You fly around the alien's intestines 
in a Vic Viper - a very expensive piece of 
kit capable of doing some serious 
damage to anyone's insides..Your 
partner flies in a RoadBritish destroyer. 
RoadBritish? What a daft name. 

The aliens that attack at the 
beginning of each stage are easily 
disposed of. They only serve as cannon 
fodder and leave power-up pods behind 
when shot. Capturing the pods will allow 
you to increase your power-up potential. 
The more pods you have, the bigger the 
size of your gun. For instance, one pod 
will give you a speed up, two pods will 
let you have missiles, three will give you 
ripple lasers and so on (see the box for 
further details). 

No zone is the same. The graphics 
and aliens are vastly different from one 
stage to another. The only thing that 
remains consistent is your space craft 
and the extra weapons you can pick up. 
Stage 1 has you flying through the 
Phenom Galaxy (amazing what Zelos 
manages to cram into his stomach) 
avoiding Belbeims (nasty spikes which 
jut from the floor and ceiling). Death 
Hands (gropers that'll crush your 
privates). Sharpcrossers and Octas. 

As you progress through the levels 
you'll meet Ugs. Balganis. Gremlins, 
Phoenixes, Prowlers, Fire Spheres, Spit 
Balls, Tabuli. Jellups. Bamudas, Lashes, 
Crash Bams (someone's running short of 
ideas), Glopters, Amkarkhand Heads and 
Iron Maidens. 

At the end of each level you'll meet 
the customary guardian who must be 
defeated before access to the next level 
is permitted. The end-of-level aliens are 




huge and very 
smoothly * 
animated. It's not 
a good idea to 
admire them 
though, as they do 
serious damage to 
your well-being. 
After defeating Golem, 
Cruiser Tetron, Intruder. 
Tutankhamanattack (!) and 
Giga, you get to battle Zelos' heart and 
soul. 

Ok. so it's a little late coming. 

"Waddaya mean? Robin and I have 
been here throughout the ordeal!" 

(Cripesf I thought I told you two to 
batmobile off' Ed.) 

Who cares if Life Force has taken so 
long to arrive? It is spoctacular; it ranks 
amongst the elite of Nintendo games. 
And wouldn't look out of place on a 
pedestal next to Super Mario Bros. ISo 
you liked it? Ed.) The graphics and 
gameplay are excellent 
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Mono from heaven! Mono... that's a 
very big word. We knew a song 
about that one, don't we Billy? 
Mana.mana, doo-doooo, do-doo- 

doo... 



Crumbs, it's the corner 
crammed with craftiness, 
charlatanism and collusion 
for your console carts. 



AZTEC 

Sega 

On the title screen, before the scroll 
unravels, press the pod upwards five 
times. Press the pod to the right three 
times when the character throws the 
money at the others. Press the pad once to 
the left and once downwards when the 
characters all move to the left. A face will 
appear in the fop right of the screen 
signifying that you can select the storting 
round. 



TIGER HELI 

Nintendo 

Hold down buttons A and B before the title 
screen appear to find yourself transported 
back to the level you lost died on. 



SHINOBI 

Sega 

Press a diagonal and button 2 on the title 
screen to be awarded with a start-on-any- 
level feature. 



CASTLEVANIA 

Nintendo 

Jump over the castle entrance at the end 
of the garden to collect a money bog. 
Likewise, hit the right side of the plarf orm 
situated by the last black leopard for a 
money bag. 



ENDURO RACER 

Sega 

Press Reset followed by up, down, left 
and right on joypad I while the title 
screen is being displayed. You will now be 
able to select the start round. 



DRAGON SPIRIT 

PC Engine 

Push and hold Run and Select. Push up 
once, let go of Run and Select. Push down 
twice, right twice, hit button I and then 
button II. You should hear a ping sound. 
You now have two more continues from 
the stage you last died on. You also have 
three lives with each continue. 

TRAP SHOOTING 

Sega 

You need the light phoser for this to work. 
The indicator telling you how many traps 
are left will start flashing. On the fifth 
flash the first trap will be shot. You must 
fire immediately. This ensures you get at 
least one trap and 5000 points. 
David Aitkcn, Glasgow. 

It's good to have an unusual tip, David. 
For that you're getting an unusual game: 
Psycho Fox. 

TOP TIP FREEBIES 



k J Do yourself a favour and be 

y~—"\ lil<e David Aitken. You too could 
win a fabulous game for your 
console simply by getting your game- 
busting hack printed in Cheat). Send it to 
CheatI, Console Action, ZERO, Dennis 
Publishing, 14 Rathbone Place, WIP IDE. 
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M mall order enquiries to; Gremlin Graphics Software Ltd.. 
Alpha Home. 10 Carver Street. Sheffield SI 4f S. Telephone: (0742) 7S3423. 



CONSOLE J UN U" J 



TATSUJIN 



Sega/$29.95/Sega Mega Drive 




A game all about 
tangerines...? And pip-lree 
jobbies at that. Mmmmmm. 
Whatever next? Your aim is 
to stop the Munchkins from 
depleting the Universe's 
stock of life-giving orange juice. 

OK, so there aren't really any 
Munchkins in this game, but there are 
lots of oranges. Erm, welt, actually there 
aren't any actual oranges or tangerines 
or Clementines either. Sadly there aren't 
even any satsumas. In a game called 
Tatsujin you really would expect at least 
something about the Man from Del 
Monte. It's a disgrace, a wasted oppor- 
tunity. I'm off. It's not worth reviewing a 
game that doesn't feature oranges.,. 

(Oh go on, we'll bring on the 
oranges at half-time, Ed.} 

Well, Tatsujin is of course straight out 
of the arcades, so it's only likely to be 
one of three things: a beat 'em up, a 
racing game or a shoot 'em up. It is. in 
fact, a shoot 'em up. No surprises there. 

The galaxy scrolls vertically past you 
and brings with it all manner of 
grotesque life forms. You being the 
friendly shoot-first-don't-bother-about 
questions person that you are... erm, 
shoot first and don't bother asking 
questions. So, really, you don't know 
why you're blasting aliens. Sorry, I'm 
afraid I can't help you either 'cos the 
mission briefing is in Japanese. 




Hmmm, It's so nl<e and peaceful hoi 
- and Hi* scenery's io beautiful - I 
think I'll take my holidays now. 



You cruise around celestial bodies in 
a craft equipped with three-way cannon 
fire and three smart bombs. Shooting 
skull-like ships will result in a bonus of 
sorts being left. An 'S' symbol provides 
your ship with speed up (it's very easy to 
collect too many of these making it 
difficult to control your craft), a 'B' gives 
you an extra smart bomb and a 'P' 
awards you with a power-up. 

When shooting aliens, it's possible 
you'll be left with a red, blue or green 
gem. All change the type of weapon you 
use. A red gem will reward you with 
three-way cannon fire - obviously, if you 
already have this, there will be no 
change to your weapon. The blue gem 
provides you with a lethal bolt of blue 
heat-seeking laser energy. Finally, the 
green gem gives you a very powerful 
single-way cannon. 

Back to the 'P's. Once you've 
collected five of them, your weapon 
becomes three times as powerful. If you 
had the laser, you'll now have three 
beams of energy rather than one. 
Similarly, if you had the three-way 
cannon fire, you'll suddenly get nine- 
way cannon fire. Yeah! Serious 
destructive power! But that's only half 
the story. Collecting a further five 'P's 
will expand your weapon system even 
further. Things get very silly if you 
manage to survive this long. Seriously, 
there is little room for anything else on 
the screen when you've got five writhing 
bolts of laser erupting from your ship. 
You have to work hard at dying when 
you've got that much fire power. 

That's it! I'm not going any further 
until I've had my oranges. (Oh do shut 
up. Here take these. Ed.) 

Mmmm... There are five levels to get 
through before you mBet the mighty 
Dogurava. Finish him off and you finish 
your worries. Trouble is it's tough 
getting there. It's tough to know where 
one level ends and another begins 
because after defeating an end-of-level 
guardian, you get a few waves of 
smaller aliens. Presumably these are the 
hangers-on; the last of the pathetic 
resistance. The on-going onslaught is 
very enjoyable as there is absolutely no 
let up. No inter-level intermissions and 
no break in concentration. 

Take a good game from the arcade 
and convert it to the Sega Mega Drive. 
Result: arcade machine in the home. 
Like so many coin-op conversions on the 
Mega Drive, Tatsujin is every bit as 
playable as the original. Even the 
graphics and sound are on a par with 
those of the arcade machine. Buy it! 



THE VERDICT 






POWER SUPREME 

Collecting Hi* right objects can boost 
your tire power beyond dreams. 



h RID GEM 




The rod gem gives you three-way cannon, 
nine-way cannon or nine-way cannon plus 
dual shields depending on the number of 
power-ups you've collected. 



BLUE GEM 




Bolts of writhing laser energy ere to be 
had from the blue gem. Normal fire power 
Is one laser, enhanced fire power Is three 
bolts of laser while the ultimate In fire 
power Is five lethal rays of energy. 



GREEN GEM 




Getting the green gem give you 
concentrated cannon fire. Picking up enough 
'P's gives yov extra cannon fire. With the 
right amount of pawer-ups, three and five 
bolts of cannon fire can be acquired. 
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THE PRICE 1$ RIGHT 



Saving up for your poll tax bill and 
consequently considerably short of readdies!? 
Hmmm... Maybe you'd better skip the full 
pricers and peruse this month's budgets. 



ITALIA '90 

Codemasters/£4.°9 Amiga /ST 





David: With the World Cup 
being played in Italy this 
Summer, it was a pretty safe 
bel to expect eight trillion 
footie games to appear on 
the market. Here's the Codies' offering, 
cunningly titled Italia '90. It's actually 
two games in one, for not only is there 



the usual arcade 
footie game where 
you play against 
the computer or a 
chum, or you and a 
chum both play the 
computer, but also 
a training game. 
This has an indoor 
part where you 
joystick waggle 
against the clock or 
a pal, performing 
sit-ups. press ups 
etcetera, and an 
outdoor section 
where you can run 
the pitch, dribble 
around cones and 
practice penalties 
(both as keeper and 
taker). Okay so the 
matchplay may be a poor man's Kick Off 
and has a few graphic glitches, but with 
extra options, an additional game, and 
at a quarter of the price of the afore- 
mentioned classic, it's not bad at all. 



GARRISON II 

Highlights/£ 14.99 ST/Amiga 

David: This game from 
German software house. 
Rainbow Arts, is the follow- 
up to their first Garrison 
game (also available on the 
Highlights budget label) Basically the 
two games are straight rip-offs of 
Gauntlet I or // (but a tad pricier). 

For anyone not familiar with this 
classic formula, we're basically talking 
about an overhead viewpoint sword and 





Valkyr I* 



sorcery ma?e game, with loads of ghosts 
to zap and treasure to collect. Garison II 
promises 128 levels with the fifth level 
and above randomly created by the 
computer. You can play a wizard, dwarf 
etc on a quest to find a herb, the 
homeopathic remedy for a beautiful 
princess' ailments. There's also a multi- 
player option, so long as only two 
players play at a time. 

Basically the game is a Gauntlet clone 
- not as good as the original and a tad 
more expensive. 
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HUNTER KILLER 

16 Blitz/ £4.99 ST/Amiga 

David: 

Hunter 
Killer is a 
submarine 
sim set in 
the South Pacific. You 
get to command one of 
11 US Navy subs in 14 
different missions 
modelled on 'real 
WWII campaigns'. The 
missions are pitched at 
various difficulty levels 
and there are several 
variables you can 
adjust to make your 
task that much harder. 
Anyone who caught 
that excellent German 

mini-series Das Soot won't be too disappointed with the atmosphere of this 
game, as you sit at the bottom of the ocean while Jap destroyers circle your 
position 'pinging' their sonar at youl Blimey) Nail-biting stuff and no 
mistake. Maybe not as refined as Microprose's Silent Service or the 
forthcoming 688 Attack Sub from 

Electronic Arts, but for a measety five ^^^^^^^^^^^P^TT^^^I 

sovs who s complaining! ■■■■■■■■^■■■■■■■B 



ZERO 




A Jap shell hat butted me Sonar! Still, here's one juicy 



BATTLESHIPS 

Encore/£9.99 ST /Amiga 

David: Since time in 
memorium, once 
someone's stumbled onto s 
successful formula Ihere 
have been loads of 
attempts to cash in on the idea and 
'improve' upon it. 

Well, thai time-honoured classic 
game Battleships has been no exception 
and here's tho computer version 
courtesy of Elite's budget label Encore. 
Basically it's a competent conversion, 
with slight variations on the original 
gameplay. Instead of one shot each in 
turn, you get loads! (Well, four unless 
you opt for 'Salvo's On' where it's 
dependent upon the number of ships 
you have.) There's an animated 
sequonce where your shots are executed 
and then it's back to the grid again. Sink 
all the enemy fleet, with at least one of 
your own surviving, and you've won. 
Er... and that's it really. Eighty two 'pee' 
for two biros and an exercise book in 
our local newsagents or £9,99 on ST or 
Amiga. The choice is yours. 



OVERALL SCORE 
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AN INVITATION TO JOIN THE WINNING TE AAA 

Ocean ... Europe's leading software publisher is expanding its 
development facility once again. 

We are seeking experienced programmers and graphic artists to join 
the in-house team working on the most exciting projects. 
Don't delay- if you're practiced in Z80, 6502, 8086 or 68000 
assembly language or have the creative ability to interpret visual 
images into computer graphics this could be the career opportunity of 
a lifetime. 

Successful applicants can be assured of an excellent salary and 
generous productivity bonus. 
Please contact Gary Bracey on 061-832 6633 
or Fax 061-834 0650. 



OR SEE US AT THE IUROMAN 
COM PUTIN TRAD! IHOW 
STAHD G1 T APRIL 1ST- 3RD 
BUSINESS DESIGN CENTRE 
ISLINGTON LONDON N1 
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CHATLIIMES 



LAUNCHPADJ 

CONTACT CHRISSKINNER ON 01-631 1433 



COM P U TACH AT 

Are you a computer games player, programmer, 
musician or artist? Would you like 1o make friends 
with other computer enthusiasts? 
Dial Computachat ond be connected with up to 10 
people at once. Chat about games, music, arts, 
software, hardware onything to do with 
computers! Swap tips, pokes, even software. 
Ring Computachat on 

0898 338939 

Experts on hond to help with games problems 

GUIDING LIGHT. PO Box 54 
SOUTHWEST MANCHESTER M15 

Ca'li rta'gcd a' 25p pe* mmu'e oH-peak 38p pe' m)nu<s pook ' '-<• 

ADVENTURE 
HELPLINE 



Do you play computer adventures ? 
Have you «ve» been faced with a seemingly 
impossible situation** 

WE CAN HELP YOU 

Our adventure fescue team vvof ks 7 days and 
evenings a week and will be pleased to answet 
you' quenes. 

We otter help on any game on any computer. 

So. it you're tearing your hau out ring 
this number now 

Keep this number sate rtflQD OOQQOO 
25pper minute off peak 38p UOUO-OOOyOO 
per minute peak lime 




TELEGAMES 



Europe's Largest Stock of 
Video Games & Cartridges for: 





MARI 

2600 
and 
7 BOO 




/7IEGIX DRIVE 

The leading Video game specialists. Send for lists (state make of game) 
-WHAT VIDEO GAME" 
2hr VHS film showing all major systems and 
over 400 games £14.95 +£1.00 p&p 

TELEGAMES, WIGSTON, LEICESTER LE8 1TE 
(0533) 880445/813606 



4 
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LAUNCHPAD 

CONTACT CHRIS SKINNER ON 01-631 1433 



SUPERVISION ELECTRONICS 

13 Mansfield Road, Nottingham NG1 3FB 
Tel: 0602-475151 Fax: 0602-475353 




>7IEGIV DRIVE 

SUPERGRAFX * TARI CNinlendo) 
CORE GRAFX LYNX GAMEBOY 

WHOLESALE-RETAIL 
C D ROM UNIT IMPORT-EXPORT 

ALL KIND OF SOFTWARE A HARDWARE 
MEW DESIGN JO YSTICK 



DISKS 



SONY 3.5" DISKS SONY 

THE BEST DISKS - THE BEST SERVICE 

mc.. AMIGA ME M 

10 3 5- OS/DD £8 50 NO CLOCK C67 SO 

23 3 5- O&SfcZZZ. £19.00 WITH CLOCK £77.50 

?o\? 3 % °iSSb::::::::::::::::::::€JI" am.ga cuman* £79.99 

ISO 3 5" OS/DD -.-...CU9.00 ST CUMANA - £89.98- 

SOO 3 5" D5'DD 1 269 00 „___ 

Skimm ATARI 520STE £279 

TOSOMVOS'DD £12-50 STE POWERPACK £369 

30 SONY 0S.O0":;:"":""..:...£33.00 AMIGA BATPACK £369 

Use our Creditcad Hotline! ft 
ACCESS 07*2 726485 VISA 
We only use Sony disks. The best available. Lifetime guarantee. Same 
day despatch. Next day delivery standard except 50/ 1 00 disks which 
take 3 days. Prices inc. VAT and postage. One vear guarantee on 
hardware Pleaso ring or write tor more details. Cheques or PO s to: 

HARDWARE DISTRIBUTION 

n Dept.(Z1), 19 Division Street, Sheffield Si 4GE 
TetophoM ord«r» walcons nn 0742 726M5 



HARDWARE 




AMIGA A500 

From £349 

ATARI 
520 STE 
From £279 

Includes MEGA PACK Software 




BLANK DISKS 

All 100% guaranteed 

10 Branded £8.00 

10 Sony Branded....£12.95 




Cu 

P 

Cu 

c 



£ 

o 
o 

3 

a. 



HARDWARE 



ELECTRIC P.D. 

Amiao A500 Bat Pack 359 95 

A500 Class of the 90*s 539. 95 

C64 light Fantastic Pack M9.99 

1084 Monitor 235.99 

A1010 External Drive 99 99 

A59020MD Hard Drive 365.95 

MPS 1230 Printer 149.95 

MPS 1 550 Colour Printer 239. 95 

Amiga 1/2 Meg Card 79.99 

Load All Data Recorder . 36.00 

1352 Mouse Amiga/PC 39.95 

Zipstick Superpro 14.95 

Zipstick Command 17.95 

Cheques/Postal Orders 'o 

ELECTRIC P.D. 

7 Park Rood, Haltwhistle, Northumbria NE49 9AR 

Tel: (0434) 321942 



•M EARN 



MAKE YOUR 



Yes, making money with your Micro becomes incidental when vou know 
how. Your micro is, if only you knew it, a goto mine. The sue and make is 
irrelevant. Make the initial effort NOW by starting your own. 

HOME BASED BUSINESS 

This may be the most important move you will ever make' 
REMEMBER: You'll never get rich by digging someone else's "ditch". 
Anyone in the country, including YOU. can become very rich in a 
relatively short period of time Just by doing a lew basic things! It's more 
rewarding than playing games. The benefits are many and varied. Full or 
part-time. For FREE details send S.A.E, to; 




31 PILT0N PLACE (ZE1! 





AvailaUt for 




Atari ST, Amigi 


1DR 


and PC 



SOFTWARE 




Su n; ( i m 

MAIL ORDER ONLY 



DEPARTMENT Z.O. 
39 EDMUNDS ROAD 
CRANWELL VILLAGE 
SLEAFORD, LINCS 

NG348EL 
Tel: 0400 62046 



APB 

ALTERED BEAST 
AQUANAUT 
BEV KILLS COP 
BOMBER 
CYBER8ALL 
D. D'BLE H RACE 
DOUBLE DRAGON 2 
DRAKKHEN 
F29 RET All* TOR 
GACAS. SOCCER 
GEMINI WING 
GHOSTBUSTERS 7 
GHOULS N GHOSTS 
HARDDRftflN' 
KEEf THE THIEF 
KICK OFF 
M0ONWALKER 
OP THUNDERBOLT 



IBM 



27.89 

19.99 
15.99 
1999 
23 99 



23.99 

21 39 

19.99 



AHIG 

15.99 
1999 
1999 
1959 
23 99 
15.99 
15.99 
15.99 
23.99 
19.99 
1939 
15.99 
1999 
1999 
15.89 
18.99 
15.99 
19.99 
19 99 



ST 
15.99 
1599 
1999 
1999 
23 99 
1599 
1599 
15.99 
2399 
15.99 
19.99 
15.99 
1999 
1599 
1599 
1599 
1599 
15.99 
15.98 



P47 THUNDERBOLT 
RAINBOW ISLAND 
RED STORM RISING 
ROCK N ROLL 
7 GATE DFJAMBALA 
SIM CITY 
SPACE ACE 
SPACE HARRIER 2 
SPORTING TRIANGLE 
S1RIDER 

SUPER WONDER80* 
THE CHAMP 
THE UNTOUCHABLES 
TOOBIN* 

TREAS. ISLAND 01Z 
TURBO OUTRUN 
WEIRD DREAMS 
WINOWAIKER 

XOUT 



ISJM 
19.99 



2199 
23 93 



AMIG 
1999 
1999 
1999 
1599 
19.99 
2399 
3599 
1599 
1599 
19.99 
1999 
1999 
19.99 
1599 
499 
1999 
1999 
2399 



ST 
19.99 
1598 
19.99 
15.99 
15 99 

3599 
15.99 
1599 
1599 
15.99 

1599 
2599 
499 
1599 
1999 
2399 
15.99 



OTHER TITLES ALSO AVAILAHL£ 



PLEASE WRITE OB HING f OH LISTS 
STATING WHICH FORMAT REQUIRED IF VOU CAN'T SEE WHAT YOU WANT 

PLEASE RING WE'RE HERE TO HELP 7 DAYS A WEEK 
PRICES INCLUDE POSTAGE AND PACKING FOR UK FOR EEC PLEASE ADD £ 1 
PER ITEM HEST OF THE WORLD PLEASE ADO £2. NEW RELEASES SENT ON 
DAV OF RELEASE STOCK ITEMS SENT SAME DAY 
PLEASE MAKE CHEQUES PAYABLE TO SUNCOMP 
WE ALSO SUPPLY COMPUTERS, JOYSTICKS AND OTHER PERIPHERALS. 
PLEASE RING FOR OUR VERV REASONABLE RATES 
SUNCOMP IS MAIL ORDER ONLY. 



12 HOME ST. TOUX ROSS. 
EDINBURGH (031) 228 4410 
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LAUNCH PAD 



CONTACT CHRIS SKINNER ON 01-631 1433 



SOFTWARE 



DO NOT BUY 
P.D. SOFTWARE 



At least not untH you have Man the latest 
FREE catalogue (torn GOODMAN P 0 
Ail the latest demos, games ana utiMi*s 
available from onty £2 00 a disk. 
Send 2Qp stamp o> telephone 
1m turmet details Atari ST only 



GOODMAN P.D.L. 
16 Conrad Close Meir Hoy Estale 
longton Stohe on Trent ST3 1SW 
Tel 07H2 33S650 



SOFTWARE EXCHANGE 



S*ao your used or completed Atari ST or 
Amiga programs. FREE MEMBERSHIP 
The economical way to serve your 
hobby. Don't leave programs on the snell 
collecting dust Gel replacements lor a 
traction ot the cost ol new 
How? Send an SSAE itx details to 

UK SOFTWARE EXCHANGE CLUB <Z| 
15 Tumnll Gr»a«a, St* I tie Id S5 9GB 



CONSOLE QUEST 

Tel: 10424) 718961 
Olficahovi: lOim-lpm, 2-Gpm Mon-Fri 
Do you own i PC BMC, SEGA MIGAOfllVf w 
a NWltrVOO GAMEBOT? IIS - Ihen send us a 
lllltl ft with (Mi nam*, address telephone mi 
and game lormai. We regularly supply you 
with ■ tree hit ol games, hardware and preai ol 
our ever changing, ever Increasing stock 
Cantata Duait 1 Aihacra Mem Dlt)ag1on. 
Wortbiatj. Waal Sanaa Bill ZDE or ntig tha 
PDiabar ah«vi 



So »ttt / /Msfs lWvb 



CarlrMge Hlro Sorvlca. 
From £3.00 6 4*y*. 

W-dl.TfVA.llrr. 

fKGvTlXOlCHS) 
204 MjOMM H«-d. 
» d 1. to-do-. SWI» >5W 

lor .™* »0> «.«- 



Opening 11 May (provisional) 

ARCADE GAMER 

Trading World, 131 The Broadway, 
Bexleyheath, Kent, DA6 7HE 

Open Mon.— Sat. 10— 6pm 
* Enquiries: Tel. 01-856 3749 ( rin 0 oowro'detaiisi 

Video Game Specialist 
Full support for: SEGA 16BITMEGA DRIVE - 
PC ENGINE - PC ENGINE CO ROM - 
PC ENGINE SUPER GRAFX - SEGA MASTER SYSTEM - 
NINTENDO - NINTENDO GAME BOY - ATARI LYNX 

Mail Order welcome 



SOFTWARE 



LINC SOFT SOFTWARE 

57 Maple Street, Bracebridge, 
Lincoln LN5 8QS 
Telephone: (0522) 535409 



THE PRICES SHOWN BELOW ARE FOR 
ATARI ST & AMIGA DISKS 

AMIGA ST 

APB 13.99 13.99 

Cybernoid II 13.99 13.99 

Dragon Ninja. 17.24 1 399 

Operation Wolf 17.21 13.96 

Robocop 1724 13.99 

Red Heat 17.24 13.99 

New Zealand Story 17.24 13.99 

Strider 1754 17.24 

Batman (Movie) 1724 13.99 

Star Wars Trilogy 1724 1724 

Nebulus 13.99 13.99 

Acllon ST Volume 2 N/A 20.39 

Gemini Wing 13.99 13.99 

MrHetly 17.24 1724 

Action Amega Vot. 2 20.39 N/A 

lndyTheLaslCrusade.13.99 1724 

HARDWARE 

Commodore 64 Light Fantastic Pack 149.00 

Commodore Amiga 500 Bat Pack 365 00 

1 Meg Amiga 500 Bal Pack * Dragons Lair „ 495 00 

Atari 520 STFM Explorer Pack 269.00 

Atari 520 STFM Power Pack 35500 

Phillips CM8833 Colour Monitor 250.00 

Cumana 3.5' External Disk Drive 95.00 

3.5" DS/DD Bulk Disks - pack ot 10 9.50 

3.5' DS/DD Kodak Disks - pack ol 10 13.50 

Most titles are available In other formats (or most popular computers. 
Mail order only telephone or write lor a price list for your computer. 
Cheques or Postal Orders should be made payable lo 
LINC SOFT SOFTWARE 





AMIGA 


ST 


Double Dragon 


...13.99 


13.99 


Lorn RAC Rally 


.'...1721 


17.21 


Premier Collection.. 


...2039 


20.39 


Road Blasters 


....13.99 


13.99 


Running Man 


....17.21 


17.21 


Silk Worm 


....13.99 


13.99 


Thunder Birds 


...1721 


1721 


Vigilante 


...13.99 


13.99 


Shinobi 


1199 


13.99 


Xenon IL._,™_™_. 


17,24 


17.24 


Barbarian II 


1399 


13.99 


Space Harrier 


....1724 


13.99 


HKM 


....13.99 


13.99 


Captain Blood 


....17.21 


13.96 


Garfield It 


...16.99 


N/.A 


The Story So Far 3 13.99 


13.99 



SOFTWARE 



MUTANT SO[FTtt>RR,E 



ANIMAL'S TOP TWENTY — in no particular order! ! 

Amiga 

1. F29 RETALIATORY 16.99 

2. CHASE HQ 16.99 

1. THE UNTOUCHABLES 16.99 

4. NORTH & SOUTH 16.99 

5. PLAYER MANAGER 14.99 

6. IT CAME FROM THE DESERT 19.99 

7. DOUBLE DRAGON 2 14.50 

8. FUTURE WARS ~ ~ 16.99 

9. FIGHTER BOMBER 21.99 

10. PRO TENN IS TOUR „ „ 16.99 

11. KICK OFF EXTRA TIME 7.99 

12. TURBOOUTRUN 14.99 

13. SIMCITY 19.99 

14. MIDWINTER 16.99 

15. DRIVIN FORCE.... 13.99 

16. GHOSTBUSTERS 2 16.99 

17. CHAMBERS OF SHAOL1N 14.99 

18. KICK OFF 12.99 

19. OPERATION THUNDERBOLT 16.99 

20. CYBERBALL 13.99 

10 TDK DS/DD DISKS 12.99 

SPECIAL OFFER 

KICK OFF WITH KICK OFF EXTRA TIME 19.50 



Atari 
13.99 
13.99 
14.99 
16.99 
14.99 
N/A 
14.50 
I ft. 99 
21.99 
16.99 
7.99 
14.99 
19.99 
16.99 
13.99 
13.99 
14.99 
12.99 
14.99 
13.99 
12.99 

19.50 



AMIGA A500 + Ten Star Park + 
Modulator + Joystick + Delivery £399 



KONIX PREDATOR JOYSTICK 9.99 

KOMX SPEEDK1NG AUTOFIRE 7.99 

KONIX NAVIGATOR 11.99 

It) BLANK 3.5" DS/DD DISKS 7.99 

10 TDK BLANK 3.5" DS nil DISKS 12.99 



To order send cheque or postal order to: 
MUTANT SOFTWARE. 475 STAINES ROAD, BEDFONT. MIDDX. 
or ring 07848 1 3524 indOl -890 32% 
POR DETAILS OF ALL SOFTWARE. PERIPHERALS AND HARDWARE 
Orders despatched within 24 hours. 



VIDEOS 




One Great Video 

Starring: 
All the 
Smash Hits 
from the 
Games World 



OVER 400 GAMES SHOWN 

What Games can I buy? 
Which Console is compatible?, 
Do I need a Monitor? 
What is SCART? 

How about NTSC - PAL - SEC AM? 
Where do I find out...? 

All THESE, A MORE, ANSWERED 

From Europe's largest video games 
stockists for all games machines 




TELEGAMES 



KILBY BRIDGE, WIGSTON, 
LEICESTER LE81TE 
Telephone: (0533) 830445 (0533) 81 3606 




✓ Full compatibility with all Atari ST 
models, Amiga 500 & Amiga 1000 

✓ Top quality drive mechanism 

✓ One megabyte unformatted capacity 

✓ External plug in PSU (Atari ST) 

✓ Throughport (Amiga) 

✓ Very quiet 

✓ Slimline design 

✓ Colour matched to computer 

✓ Long cable for location 
either side of computer 

✓ Full 12 months guarantee 




Don't forger^ prices shown 
include VAT and delivery 



ATARI ST VERSION ONLY 





AMIGA VERSION ONLY 





Including VAT and delivery 



A ATARI' Hardware Offers 



520 STE POWER PACK 

Syr-em value mcMm from Alan l includes the latest 520STE computer with 1Mb Internal 
dnve panes (oystick. mouse, user gu.de. 5 disks ot public domain software plua i an 
incredible select-on ot chart-topping software (over C500 HRP in total) Software includes: 

tooy .oo 

only Inc VAT & delivery 



AheiUimf 5Uro*w DonOuiel SUrgooM 

Oout* Dragon Sup* >**•» Xenon FtrM fQf 

Sup*' Hingon Ellmnalof GaurOol II 

Space Hamor Piadaaw bWt» lamp 

DvertauMi Bon*taox Sianey 



FWt Bate 



[520 STFM DISCOVERY PACK 

Now) High quality, good vaJuo package basad around the 520STFM computor 
Including 512K RAM, 1Mb Drive and built-in TV modulator. Als o supptl od 

Oultun 
Bomb Jack 
Noochrome 
Atari ST Tour 
Atari ST' Book 



STOS Game Creator 
Carrier Command 
Space Harrier 
RrST BASIC 
plus 'Discovering your 



i mi 

( 



E259.00 

Including VA" 
and delivery 



) 



S20STE 1Mb Memory Upgrade, very oasy to fit. Instructions provided ™„_ 

1040STE computer Including 1Mb HAM and 1Mb Drive , 

1040STE Business Pack. Including W/Procossor. Database. Spreadsheet 

and Graphics Package ™~. 

520 STFM 1MEG Internal drive upgrade kit with fua Instructions 

520 STFM 1MEG memory uprade kit, requires soldering — — 

520 STFM 1MEG memory upgrade fined by us .... 

Mega ST1 with mono monitor 

Mega ST2 with mono monitor — 

Mega SI4 with mono monrtor - 

SM124 high resolution monochrome monitor ... E109.00 bougnl wrtn t»i 

SC1224 colour monitor _ - -- 

Mogatiio 30Mb hard disk «... — — - — - 

Vortex HDplus 40Mb hard disk 1 

525" Eitetnal 40/80 track drive (360/720K) IBM compaliblo 

VH*-ST IG tono video Iramo grabber inc. digitising software ... 

Philips CMS833 medium res. stereo colour monrtor. with A/V inputs 

Contriver Hi-Res. Mouse including mouse mat & pockel 

520 M040 5TF/5TFM Joystick accessibility extension adapter 



£59.00 
£399.00 
and 

£429.00 
... £74.95 
...£59.00 
... £B4.00 
. £599.00 
. £849.00 
£1099.00 
... £99 00 
.£269.00 
. £439.00 
. £499.00 
... £99.00 
... £95.00 
. £249.00 
£22.95 
£ 4.95 



AMIGA 500 

SPECIAL DEALS 



Amiga 500 51 2K Batpack including 4 titles and TV modulator 
Amiga 500 1Mb Batpack loaturing our 1Mb Memory upgrade titled 
Amiga 500 Batpack with Drive includes our 2nd 3.5* External Dnve . 
Amiga 500 1Mb Batpack with Drive 

featuri ng our 1 Mb Memory Upgrade plus 2nd 3.5' External Drive 

External 5.25- 40/80 track switchable 360/720K floppy drive .............. 

Omega Projects MIDI Interface including 30" serial connection lead .. 

Philips CMB833 stereo sound colour monitor. c/w Amiga cablo 

Pye 2325 15" TV/Monitor with Teletext, rem/ Ctrl. c/w Amiga cable ... 

V»dl-Amlga video digiUser package including control software 

MiniGEN Genlock Adapter — 



E359.0C 
£419.00 
£458.00 



£11455 
.. £29.95 

£249.00 

£249.00 
.. £99 M 

..£95 00 



DOUBLE TAKE! 
PYE 15" FST 
TV/MONITOR 

(MODEL 2325) 



; Superb quality, Stylish medium 
j resolution FST colour TV/moni- 
tor lo still the ST or Amiga. 
Features teletext, full Infra-red 
1 remote control, Eurocon nectar, 
, Video/Audio Input and head- 
phone output connectors, 40 
tuner presets, external aenal 
connector and loop aerial. Sup- 
peed with cable (please state 
computer type when ordering) 



GREAT 
VALUE 1 

£249.00 

Includes VAT 
and computet 
Vconnecfton kwcl 



AMIGA 500 
LOW COST 
RAM UPGRADE 



ONLY £55.00 W 



512K RAM/CLOCK EXPANSION FEATURES : 



# Direct replacement for the A501 expansion 
■Cr Convenient On / Off Memory Switch 
A Auto-recharging battery backed Real-time Clock 
& Compact unit size : Ultra-neat design 
& Uses only 4 D-RAMs for High Reliability 
i> Low power consumption 



RAM expansion without clock, only ... £49.00 



3.5" Disks 



10 Bulk packed DS/DD 3.5" disks 

with labels, fully guaranteed - *J»-"g 

25 bulk disks as above £22.95 

10 disks as above with plastic case -.- E1 1.95 

25 disks as above, with 40 capacity 

lockabie storage unit — £29.95 

Kodak DS/DD 3.5" disks, top quality 

storage media, fully guaranteed. Bo* of 10 . . £'7. 95 



How to order from 



Evesham Nicros 




VISA 



MAIL ORDER SALES : 
© 0386-765500 



Technical Support (Uon-Frl) 
0386-40303 



All prices Include VAT and delivery. Expra as Courier delivery £5.00 artrt 



Send cheque. Postal Order 
or ACCESS/VISA card details 



Govt., educ. A PLC ordrrs welcome 
Same day despatch whenever pouible 
All product* covered by 1 yew «.uaranire 
All good i wbjeti to availability. E.&O.E. 



Retail 
out let* 
at : 



Evesham Micros Ltd 

UNIT 9 ST RICHARDS RO 
EVESHAM 
WORCS WR11 6XJ 

I 0386-765500 

fax 0386-765354 

n;i 4M "m 



1761 FVr»hnr< Unit. Oxirridae. Bln«n|h.iii II JO JBH 

43 Drtds* mm. tMm*am, Won" WHII «SF Te* 
5 GU—jp Road. CimbHd < f ( ID 1HA Tel 



0113 SIMM 



COMPETITION 



winners 



YOU SHOULD 
BE SO LUCKY! 




At last, here's your chance to 
see if you've won that ever 
so inviting video recorder, CD 
player, satellite dish, synth, 
camera... You name it, we're 
giving it away. We must be 
off our bloomin' rockers. 



ISSUE # 1 



WINNER (Video recorder and video) 
DAVID KNAPP, ST Albany Herts 
StCOND PRIZERS [Untouchables game) 
SCOTT ORCHARD, Ihroup. Bournemouih 
ADAM COOKE, Urmston. Manchester WAYNE 
SCOn CALLAGHAN, tlangollen. N Wales M. 
CARRINGTON, Btoxwich, Walsall. J. 
GARFIELD, Braddan. Isle of Man. STEPHEN 
LORRAINE-FRANCIS, HaMcl.fie. Bnslol. MARK 
SANDERSON, Edgewore. M.dd« MICHAEL 
PALMER JNR, Confn, Ross-shire DARREN 
GARBUTT, leeds, Yorks. RICHARD BISHOP, 
Basingstoke, Hants. 



WINNMM (CD stack syslem| 
LOUIS MORAN, Wollhamstow. London 
StCOND PRIZERS [Copy ol Stnder * US Gold 
T Shirt) 

ALAN WILLIAMS, Helslon, Cornwall. TONY 
SWINBURNE, West Hompsreod, London. 
DANIEL WAITE, Penmochno, Gwynedd RUTH 
YOUNG, Withington, Manchester PAUL 
GRILLO, Watford. Heits MARK SAUL, Warley. 
West Midlands JAMES JACKSON, 
Southhourne, Bournemouth DANIEL RYAN. 
Morrow, Middx. J. HOLMES, Dorchester. Dorset. 
JON SIMCOEST, Kettering, Narthantl. 
THIRD PRIZERS [Stride T-shirt) 
MR B. PATEL, Leicester JEFF DARNELL, 
Bos-wood Park, Notts ANDRE PHILOGENE, 
looghton, Esse* TUNDE A LABI, Stockwell, 
London. K. SAWYERS, milestone. Kent DANIEL 
ROSS, Sheemoss. Kent STUART COPELAND, 
Crewe Cheshire MICHAEL CONWAY, 
Liverpool NICHOLAS MCDERMOTT, 
Wimbledon. London DONALD 
MACKf RRACHER, County Antrim, Northern 
Irelond 



WINNER jScalextr.c Set) 
JAMIE THOMPSON, Norwich. Norfolk 
SECOND PRIZERS 1 1 0 Electronic Arts T-shirts. 
10 Electronic Arts mugs) 

DARREN WILLIAMS, Abergavenny. Gwent 
JASON READY, Brentford, Midd. PETER 
PLAYLE, Harlow. Essex DAM I AN WATERS, 

Guisborough, Cleveland. GARETH WILLIAMS, 



Pontypridd, Mid Glam JOE BEATTIE, 
Carnckfergus, Co. Antrim BEN TOM LIN. Ruaby. 
Warwickshire STUART CHRISTIAN, Ramsey. 
IsleofMon R. THOMPSON, Croxley Green, 
Herts. S. ASHAR, London 
THIRD PRIZERS ( 20 Ferrari bodges) 
DAVID JONES, Stourpori-on-Severn, Worcs A. 
MCFADEN, Gilltngham, Kent DAVID HARRIS, 
Woodhouse, leeds FRANK SLEtGHTHOLME, 
Truro, Cornwall PETER GRAY, Sydenham. 
London. KEITH EASTERBROOK, Cockermourh. 
Cumbria DAVID GRIFFITHS, Horpenden. 
Heilfoidsh.-e MRS D. TAYLOR, Borwell, leics. 
CHRIS GARBUTT, Basildon, Essex JOHN 
CAMPBELL, Costel, Guernsey LEE KERRY, 
Bollon-on-Dearne, S. Yorkshire M. HARVEY, 
Hertford. Herts ANDREW SPENSLEY, 
Harrogate, N. York* NIGEL MUSK, Milton. 
Cambridge BARRY TURNER, Fmsbury Park. 
London. M. MCSWIGGAN, St Andrews. 
Guernsey CHRIS MARKEY, Putney, London. 
NEIL DAWSON, Houghton. Le-Spnng, Tyne and 
Wear BEN KNIGHT, Hixon, Staffs PIERS 
FOOT, Keyworth. Notts. 



ISSUE *2 



WINNER (Video recorder and videos) 
MATTHEW SAINT, Hawkshaw. Bury. 
SECOND PRIZERS [Copy ol CWaugfrlJ 
WILLIAM WARDLE, N- Chesterfield, Derbyshire 
DARREN LOWES, Hostings Hill, Sunderland 
DAVID JACKSON, Preston. Lanes ANDREW S. 
LAMBERTH, Wellington, Surrey RORY 
O'MALLEY, Roundhay. Leeds S. KENNETT, 
Gillingham, Kent DALE WILKS, Cambridge. 
JULIAN HAINES, B-.ghlon. Sussex DAVID 
THOMAS, Nr Bicester. Oxon JOHN 
THOMPSON, llford, Essex 



WINNER (£200 Holfords voucher) 
MICHAEL BURKE, Sfcelmersdole. Lanes 
SECOND PRIZERS |Remote control Ferrari) 
M. ALEXANDER, Shrewsbuiy, Shropshire 
RICHARD PACHECO, Bow, London 



WINNER (Sony CD Discmon plus 10 CDs| 
MR P. UPSALL, Boston, Lines 
SECOND PRIZEHS (Copy of Ghouls 'N' 
Ghosts) 

DANIEL LANGLOIS, Woodbridge. Suffolk. 
COLIN STRATTON, Elsdon Grove. Bradford. K. 
STAUWOOD, Enth, Kent IAN WILDING, 
Upholtand. Lancashire. M. WILSON, Co Antrim. 
Northern Ireland M. J. STEVENSON, Hyson 
Green. Nottingham SIMON UNDSELL, 
Margate, Kent TREVOR HASTING, Oadby 
Leiceste- MARK DODD, Greo' Sutton. South 
Wirral BRENDON PHOENIX, Oumpsall. 
Manchester 



ISSUE #3 



WINNER (Amstrad Satellite Dish) 
IAN TIMSON, Clitheroe, Lanes. 
SECOND PRIZERS (Copy of Wild Streets) 
MARK WOODRUFF, Margate, Kent DARREN 

BEHARRY, Hayes. Middlesex. NICK 
REYNOLDS, NrGodalming, Surrey. JON PIKE 
206 L/CPl, RAF lynoham. Wilts MR M. MINTY, 
Banff. Grampian ADRIAN STEINBERGEN, Alum 
Rack. Birmingham MR G. A. JONES, Glenheld. 
Leicester MR R.W GREGORY, Tottershali, Lines 
EWAN HARDIE, Edmburgh PETER RHODES, 
Kidderminster, Wores. 




WINNER (Yamaha DX1 1 Synth) 
MARK HARDY, Fiivale, Sheffield. 

SECOND PRIZERS (Copy of Moonwo/ter and 
Moonwa'ker T-shirt) 

PHILLIP MCGOUGH, Nuihall. Nottingham M. 
BENNETT, Monmouth, Gwenl JAMES COOPER, 
Bounds Green, London W. KEENAN, Belfast 
EDWARD J. CRAFT, Chapel Ash, 
Wolverhampton TRACY HEYWOOD, Portsmouth, 
Hants STEVEN CHEUNG, Leeds. West Yorkshire. 
DION EKIN, Harrogate, N. Yorkshire ALAN 
FULLAGER, Partick, Glasgow ANGUS 
RENDALL, Teddingion, Middx 



WINNER (Olympus AZ-300 Super Zoom 35mm 
Compact Camera) 
BRIAN WATTS, Wembley, Middx 
SECOND PRIZERS (Accolade Baseball Cop) 
Mr O. G. WALTERS, T.deswell, Derbysh.re. 
JAMES McGHEE, Norwich, Norfolk MR J.M. 
PULLEN, Chichester W Sussex PETER DENT, 
Skaham, Co. Durham MR R.H. CLARKE, 
Huntingdon, Combs ADAM SHAILE, Southgole, 
London TIMOTHY CLARKE, Bognor Regis. W. 
Sussex T.M. WALLACE, Neath. West Glamoigon 
MIKE CARR, Rochdale, Grr Manchester JAMIE 
OLDFIELD, Bro.ntrec. Essex 
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■ OCEAN ST, AMIGA 

| OR PC GAME OR 

• ZERO HERO T-SHIRT!* 



Get your hands on a superb Ocean game on ST, Amiga or PC by taking out a TWO YEAR 
SUBSCRIPTION to ZERO. You'll also get 24 copies of the best 16-bit and consoles games mag 
around (plus any FREE cover-mounted disks) for a measly £35.95. That's just 46 pee an issue 
after you've deducted the value of your FREE game. Bit broke? Then go for a ONE YEAR SUBSCRIPTION 
to ZERO for £19.95 and a fab FREE ZERO HERO T-shirt worth £5.99. So fill in the coupon NOW! 

1 YEAR SUBSCRIPTION 2 YEAR SUBSCRIPTION 



Get a Zero Hero T-Shirt 

WORTH £5.99! 




Choose from any of these SIX games! 

WORTH £24.99! 




Operation Thunderbolt F-29 Retaliator 




Lost Patrol 



The Untouchables 



ZERO SUBSCRIPTIONS 



• Please tick appropriate boxes: 
ONE YEAR 

J UK only £19.95 
J Europe & Eire £24.95 
_) The World £29.95 

• I'm a bit of a miser at heart so I've gene for the 
ene year subscription. I'd like a ZERO HERO T-shirt In 
the following site: 



TWO YEARS 

J UK only 

J Europe & Eire 

J The World 



E35.95 
£45.95 
£55.95 



• I've sensibly plumped for a two year subscription so 
the Ocean game and format I'd like Is: 

J The Untouchables J Batman J Chase HO 

J Operation Thunderbolt J F-29 Retaliator J Lost Patrol 
jST J Amiga J PC 

• Your new gome will be lent separately from your fi'ii copy or ZERO so 
please bo patient 



Small J Medium J Large J X-Large 

I enclose a postal order/cheque for £ mode payable to Dennis Publishing ltd. 

Please charge my J Mastercard J Visa Card number... 3 J J J JQ □ □ □ JLlQQQQQ 



NAME 
ADDRESS 



SIGNATURE 



POSTCODE 



TIL NO 



Send the completed form to: ZIRO Subs D*L, FRHPOST CN2282, Mlhhom, Surrey, CR4 9AR. FREE POST is only available in the UK. 
Overseas readers must send the form fa SubscrlpHen Department DPI, ZIRO, 1 20-1 26 Lavender Avenue, Milchnm, Surrey Ct4 3MP. 



REF JJJJJJJJ 
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587/007 



94 ZERO -When you take out a ene ar two year subscription to ZERO or grow your toenails two foot long. 




£5 

on 16 bit 
oftwa 





(Hardly a 2 bit offer) 




CH^STBUSTERSIT 




■AcTiVisioH 



F.nter Boots before 21st April, and you'll find £5 zapped off selected 16 bit titles. From having 
the last laugh on the Joker, to joining Indiana Jones on the Last Crusade, the choice is mega. 

Drop in. and sou could save quite a bit. 



A better buy at 




W \ll.\Bl-h A I I.AKI.KK M'lHKMiM A 



CHIPSHOP 



£1T J 




What have a Housemartin, 
music and Jason Donavon got 
in common? Not a great deal, 
except Steve 'Cobber' Phillips 
is ZERO'S answer to the chart- 
topping Aussie heart throb, 
and this month he not only 
talks MIDI but also interviews 
former Housemartin and now 
Beats International bod, 
Norman Cook! 





Oh Norman pleas*, not 'Chopsticks' again! 



NORMAN'S WISDOM 



m n case the name isn't instantly 
I recognisable, Norman Cook used to 
I be one quarter of The Housemartins - 
the bass guitar playing quarter - to be 
precise. In the days before Kylie and 
'Jase' invaded and successfully held the 
Top Ten against all odds, the Mad 
'Martins (complete with the spots that 
Kylie and Jase go to such lengths to 
conceal) gave us some of the sweetest 
pop music of the day. Since then lead 
singer Paul Heaton has gone on to 
challenge the Aussie invasion with The 
Beautiful South and Norman... Well what 
has Norman been up to? 

The story actually begins in the days 
before the 'Martins, when Norm used to 
spin records as a nightclub DJ. In those 
days DJ records were frownod upon by 

the mighty 
record 
companies 
and Norman 
was one of 
many pioneers who were struggling to 
get themselves heard. But while he was 
making wacky 'Martins vids, the musical 
barriers were being broken down, and 
he's now been able to return to his 
turntables with rather more commercial 
success. Last year his single Blame It On 
The Bassline charted, and his production 
work with Double Trouble and the Rebel 
MC, Vanessa Williams, The Real Roxanne 
("And others too numerous to 
remember'') did htm no harm at all. 
Lined up are remixes for Cabaret 
Voltaire's Silver Bullet, Stetsasonic and 
Digital Underground. At the moment he's 
just charted with his Beats International 



"I never actually 
hated computers. 



single Dub Be Good To Me. 

Most important of all is an album - not 
somebody else's, but Norman's first solo 
elpee. In fact, I've interrupted the final 
mixes (on your behalf, I might add) to talk 
about computers and music. Involved in 
the project are a variety of unlikely people 
including Billy Bragg and our very own 
Captain Sensible II trust you caught the 
interview in ish two of ZERO), who played 
a bit of analog guitar. But back to 
computers - a cheerful and talkative 
Norman tells me that it wasn't exactly 
'love at first sight'. 

"I never actually hated computers," he 
says in his defence. "There are two 
things: a) I'd never touched a computer in 
my life - when I was at school we used to 
have discos to raise money to buy a 
school computer which was installed 
about a week before I left - so I'd never 
even touched one. I had a sort of fear of 
the unknown - everbody was talking 
about these computers and how they 
were going to take over our lives, and I 
had a phobia about them. And b), from a 
musical point of view, I don't like the 
unacceptable side of programmed 
electronic music - the Stock, Aitken and 
Waterman 'get a formula and a drum 
machine, and spend as little time and 
imagination in turning out a single.' I 
think I was wary of letting technology do 
all the dirty work and not leaving the 
musician's creativity in there. Having 
never understood how computers work, I 
assumed you'd say to the computer 'write 
me a hit song' and it'd do it by numbers 
or a formula. You sit there and press all 
the buttons and out comes a hit." 



Of course, we know better, don't we 
children? But who or what put a likeable 
ex-Housemartin 'right' about computers? 

"Boing in studios where there were 
computers showed me that they didn't 
do anything for nowt - you still had to 
come up with the ideas. But then I got 
this other phobia about computers taking 
fifty times longer to do anything a 
musician could do. Being in the studio 
involved tons of sitting around watching 
someone slaving over a hot computer - 
swearing at it, hitting it... I thought 




ZERO 



NORMAN COOK 



music 



'what's the point?' If I have a good idea, 
by the time I've turned that idea into 
computer language. I'd be bored and 
would have forgotten why I wanted to do 
it. I thought gut reaction ideas were 
stifled by the amount of time it seemed 
to take to implement them." 

"I had a little hardware sequencer of 
my own that was very immediate, and I 
thought that was a much better way of 
using technology than using a computer. 
I spent three days in a studio with Billy 
Bragg trying to do a dance single, and for 
three days we sat and played Scalextric 
while the engineer tried to put our ideas 
into the computer - I'd tell him what I 
wanted and go and play Scalextric for 
two hours - he'd come back and say 'is 
this right?', I'd say 'no' and he'd be off for 
another two hours... It just bored and 
upset me. I found Scalextric instantly 
more gratifying than the computer. Billy 
used to win most of the time, he must 
have spent more time in studios playing 
it than me. It's the sign of a misspent 
musical career." 

"Then I went to a different studio and 
found an engineer who I thought was a 
computer whizz-kid who could do 
everything in two seconds. I brought my 
sequencer into the studio and he laughed 
at it - we'd be working away at opposite 
ends of the studio and he'd be doing my 
ideas quicker on the computer than I was 
on my sequencer. So then I thought 
computers wore brilliant in the right 
hands. For two months I sat and watched 
the mouse flying across the screen going 
blip, blip, blip - I thought the bloke was a 
genius. Then one day he went to the 
toilet and I thought I'd try it myself and I 
found I was a computer genius too! It did 
seem amazing, 'cos I'd never touched a 



recalls his computer phobia. 



.Ily 




"I write everything in C, 
because there are no 
black notes, and then 

transpose it into the key 
it should be in." 



computer before!" 

It must be a good story - the hero gets 
the girl in the end. Okay, the good guy 
gets the computer in the end. And the 
computer that had finally won Norman's 
heart was a good ol' Atari ST running 
C-Lab Creator sequencing software (see 
the software round-up in the last thrilling 
Chip Shop Boys opisode). But was he 
convinced enough to rush out and buy 
his own computer? He sure was - it was 
going to save him a lot of money! 

"I didn't bother shopping around, I 
just went out and bought what they'd got 
in the studio - an ST and Creator. First of 
all I thought 'why am I paying for hours 
of studio time when all I'm doing is using 
the computer?'. Then I thought I could 
hire a computer and a sampler rather 
than the whole studio. Then when I found 
out the price 1 thought 'why not buy it?'. 

"I think a lot of people who haven't 
had a lot of experience with computers 
expect them to cost five grand and take 
up half their house - that's what I 
thought. But I was very disappointed that 
it didn't have one of those boxes full of 
tape {like they used to have on Joe 90) 
that's what I think computers should be - 
boxes covered in lights that occasionally 
take over the world." 

Fine. fine, the analyst will be along 
shortly. So just what is it that a bass- 
playing Housemartin is going to gel out 
of a megalomanic computer? Can 
making music with a micro really be as 
easy as sitting down with a few ideas 
and a little black (well, a sort of creamy 
greyl box? 

"Yeah, what I do is still limited by my 
knowledge of keyboards and 
arrangements, because I was never a 
keyboard player. Without a computer I 
would never have taken on making 
keyboard-based music - everything I do 
is still played on one finger. I write 
everything in C, because there are no 
black notes and then transpose it into the 
key it should be in. Computers are 
brilliant for little tricks like that. 

Ah the wonders of modern science Er 
hold on though, what if the song is in a 
minor key? 

"Then I do it in A - it's still just white 
notes..." 

For a minute there I thought we were 
in trouble. 

"What I'm glad about is being able to 
use a computer without turning into a 
computer bore. Computer bores I rate 
about two points above train spotters in 
terms of the evolutionary cycle. I bought 
the computer, right, and I've never once 
opened the manual - which I think is a 
good approach to using technology. That 
way I only get the computer to do what I 
want it to do; I don't start saying 'oh look, 
it can do this!' I'm sure I'm only using 
about 10 per cenl of the capacity of the 



computer but I'm certainly not getting 
side tracked. 

"Another thing I did was consciously 
not buy any computer games because 
every musician I talk to buys a computer 
lo write songs on and their friends give 
them all these wild games to play and 
they spend all their time getting caught 
up in that diversion instead of making 
music. Games players who think a 
computer is a bit like a new toy are about 
ten points above train spotters, but the 
ones who post their games to each other 
and get caught up in things like 
Dungeons And Dragons I'd put at the 
bottom of the evolutionary scale - just 
below elephants... 

Heads down, all you arcade addicts. 





Oo on Norm, spl 
good old days. 

Hold on, what's this? A confession? 

"Actually I have got one game." 

I knew it, I knew it! 

"It was given away free with a 
magazine - it's a police identikit thing. 
Have you seen that?" 

Err, no... 

"Remember those things with a 
magnet that were full of iron filings and 
you put on a blank face? It's like a hi-tech 
version of that 
where you can 
put different 
eyes and no- 
ses and spots 
and warts and 
things on. and 
you can move things around and colour 
things in... I must admit I spent about 
half an hour on that before I went and 
tost the disk." 

Sounds to me like the perfect way to 
check out your new haircut before 
committing yourself to the horrors of 
Sweeny Todd! 

"Yeah," agrees a bemused Norman, 
spotting another use for hrs Atari, "you 
can say 'what would I look like with a 
pink mohican?'." 

Then again, making music doesn't 
sound like a bad alternative. 



"I found Sealextri€ 

instantly more 
gratifying than the 
computer." 
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You know, madness lakes many forms 
- mere's holiday madness (like some 
of the stuff we've seen over 
Christmas where otherwise sane people 
spend lots of money on members of their 
family thai they hate and then get wildly 
drunk to celebrate), there's cor madness 
(where otherwise mild-mannered individuals 
get into a car and drive as if they've 
become part of o life-size shoot 'em up) and 
there's computer madness. Programmers, for 
example, go blind and spotty and eventually 
forsake all their friends in favour of strings of 
' I 's and 'O's that give them nothing in 
return. But MIDI madness is an even more 
serious case. MIDI madness you see, turns 
gentle, creative human beings into soulless 
machines. 

It oil starts when you decide 'hat playing 
'proper 'instruments - like drums and guitars 
- is all just too dull ond you want to make 
music that sounds as if it's come from the 
2 I sf century rather than the 1 2th. So you 
buy (borrow or steal) a synthesizer and it's 
not long before you're up 1o yer ears in 
black boxes (and up to yer neck in debt). 
Next you connect oil this junk together, push 
a few buttons and you're away - sounding 
a tad like a speeded up R2D2I There's 
absolutely nothing you can't do - you can 
sound as if you con 'play' almost any 
instrument, you can correct all the cock-ups 
you make as you record the music into your 
sequencer, even steal from other peoples' 
records with your sampler You con do just 
obout anything, that is, except sound like 
there was a human being (well, almosl) 
involved in making the music. For some of 
us that's not a problem, but the rest of us 
turn to something called 'feel' or 
'humanisation' functions. 

Although they sound as if they've 
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BASS DRUM: X X 

SNARE: X X 
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DIAGRAM 1 



escaped from Playboy of Frankenstein, a 
Modern Prometheus, these functions can be 
found on most sequencers and sequencing 
software. In a nutshell (well, Christmas 
wasn't all that long ago and I'm still finding 
them in my bed I) what these functions do is 
give some of the 'feel' of o musicion to 
music that's been created too perfectly on a 
computer. Brilliant) 

So what do they do, these machines with 
human souls? To understand, we must first 
look at what makes human beings 'human'. 
(No jokes about flatulence or body odour, 
please. Ed) In musical terms, it's human 
error that stops a drummer, for example, 
sounding like a machine. Drummers aren't 
perfect and don't hit their drums exactly 
when they should - instead, the beats fall 
close to, but not on the beats. One simple 
way machines copy this imperfection is by 
delaying every other drum beat by o few 
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milliseconds (thousandths of a second, or 
about the lime it takes you to turn the radio 
off when Kylie comes on). In this way the 
feeling of mechanicol perfect timing is taken 
away (see Diagram I). 

Of course it's not all that simple - what 
is? Sometimes human drummers deliberately 
play behind the beat (later than they 
should). Sometimes this is to upset other 
musicians(l), but it can be used to make a 
song feel more relaxed. Alternatively a 
drummer may play in front of the beat to 
make a song sound more urgent. And these 
rules can be applied to any sort of musician 
- guitarist, saxophonist, chiropodist - and 
any sort of music - New Age, Space Age, 
Bond Age... What our clever software has 
to do is to find ways of fooling you into 
believing that there's some element of 
imperfection in the performance you're 
hearing. What we're actually trying to do is 
the opposite of the quantization functions 
that helped us turn a sloppy piece of 
playing into something presentable. 

These tricks vary in cleverness and 
success - the delayed drum beats are okay, 
but the fact that it's every other beat that's 
delayed is rather a giveaway to our ears. 
One alternative is to partially quantize what 
you've played - instead of moving every 
note into the perfect position, only the start 
of the notes might be moved. Or the start 
and end points might be moved together so 
that all the notes start in the right place but 
any uneven note lengths you've played will 
be left alone (see Diagram 2). Most 
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sequencing software these days will also let 
you advance or delay any of the ports 
you've recorded against all the others - 
rather like a real drummer pushing or 
pulling the beat. Cunning, these pike. 

There's even one piece of software under 
development that's designed to give the 
'feel' of different cbssical composers to the 
music you compose! Personally, I reckon that 
anyone who is clever enough to appreciate 
it con probably play it themselves alreody, 
but that's progress for you. 

By for the most useful 'feel' functions ore 
those thol allow you 'o take the 'mistakes' or 
human error of one piece of music you've 
played and impose it on another. Suppose 
you've got the bass part 'feeling right', you 
can copy the same 'feel' (or irregularity in 
the playing) over to the drum part - or any 
other. You can find functions like this in 
C-Labs' Creator and Nololor or The Digital 
Muse's Virtuoso, for example. Another 
feature of Creator and Nofotor is their 
ability to give pre-defined 'feels' to your 
music - you could spice up your uninspired 
drum port with a dose of the funk... Then 
there's a machine called The Feel Factory, 
made by on American company called 
Aphex, whose only purpose in life is to let 
you fweek an element of life into your 
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electronically created music. Again, if you 
can afford it, you probably don't really 
need it. 

This is all very interesting if you've got 
the cash to buy the kit that'll let you do oil 
these things. But what if you're stuck on a 
budget and you still wont to put some soul 
into your music? The lesson to be leornt is to 
do what the human musicians do - don'l 
moke everything perfect, because they sure 
can't. Instead of quantizing everything so 
that it's mechanical, leave just one or two 
parts alone to disturb the rest - this is 
particularly effective with drum parts. You 
could even try leaving out one part, the 
snare drum for instance, and playing it on 
its own after the rest of the song is finished 
as if you were a real drummer (o fate worse 
than death) ploying with the 'rest of the 
band'. If you're using an echo unit of any 
sort {a digital delay, say), you can try 
delaying one part of the recorded music 
using that, (ust lo hear whal you can do by 
changing the timing If you want to advance 
one part, try delaying everything else with 
the echo - just remember to mix out the dry 
(undelayed) signal (see Diagram 3). 

And there we have it... so what's this 
month's conclusion? The secret of a lot of 
music's success is its feel and computer 
technology has a way of stealing it, so try 
anything you con 10 gel it bock Until next 
time, may (he feel be with you... 
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Why is The 
Complete Adventurer 
missing from this 

advert? 
Send answers on a 



Read details of the tmt 

OfficiaJ Secrets 
membership pack tor 



Drakkhen or Sim City will 
be gjyon to tnose 
submitting the best 5 
answers by May 31st. 
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Members of Official Secrets get all the benefits of 
Special Reserve plus: 

• Confidential. Our 32 page bimonthly magazine is 
essential reading for those interested In adventures or 
role playing games Written by experts, Confidential 
has covered everything from How lo Host a Murder to 
Which F16 Flight Simulator? Our agents, led by the 
Master Spy known as "The Boss Upstairs", seek out 
the secrets of RPG's, FRP's. MUG's. PBM's, Leisure 

Suit Larry, The Russians. Elvira and more 

• Myth. Written by Magnetic Scrolls, authors of The 
Pawn, exclusively for members of Official Secrets. Myth 
is a small adventure set in Ancient Greece In it you'll 
meet The Ferryman, cheat Death and face the nine- 
headed Hydra. Myth includes the famous 
Magnetic Scrolls parser and graphics and is 
Included in the price of membership. 
■ Help-Line. Manned weekdays unlit 8pm 
and Sundays with solutions to most adventures 
• Drakkhen (rrp 29.99) Inlogrames new FRP 
game or Sim City (rrp 29.99) the "build-a-city" 
game ol which Zero said "absolutely brilliant" 

UK Annual Membership £27.QQ 

including six issues of Confidential. Myth, the Help-Line. 
Drakkhen or Sim City and , membership of Special Reserve 



IBM Specials 



HakMia 



i.35" IS" 



II SB 



»LE« mOQ»*S SNOOKER S BB 
APACHE STRIKE CGAEOA IN 
ARCHIPELAGOS CGAIOA 7.SB 
AUSTERUT7 (BATTLE Of) 1ABB 
BORDER TONE fl.SB 

bureaucracy B.4S 

CONFLICT EUROPE BSB 

CONFLICT IH VIETNAM 7.4S 

CRUSADE PI EUROPE t.M 

DECISION M THE DESERT "I.BB 

DEFENDER Of 

THE CROWN IN 

ORAKHHEN 

EDDIE EDWARDS SPR SRI BBS 

ELfTf IDBB 10 BB 

EYE Of HOflUS CQAf OA . .7BB 7SS 
F 14 FALCON CGA M 4B II • 

FOOTBALL MANAOEH ) 

PLUS EI PAH-WON ..I0.BB 10 SB 

GAMf S WPHER EDITION BSB 
HELLCAT ACE 7 4B 

HOU«WOODHUIN« BBB* 

HOSTAGES B.4B BBS 

INGRIOS BACK ILEVEl S| T.BS 

JET FIGHTER T.BS 

■ANTING GRAND MIX *«■ 

HBO Of CHKAOO T.BS 7 4B 

■XBOSOIESTl BBB BSB 

■ ULTCQA B48 4 48 

LURHING HORROR B BS 

MEAN II GOLF .IBS 

MILLENIUM 21 COA BJB 

MINO FOREVER VDTAGING 9 84 



Myth Amiga Format said: 
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OF 50** PER GAME i 



AS SOON * 
IPtACEO: 



Order Form 



Non-members please add the membership fee 



Name_ 
Address 



Existing members please enler your membership number 
Special Reserve membership £5 UK, E6 EEC. £7 World or 
Official Secrets membership £27.99 UK. £32 EEC. £36 World 
with Drakkhen and Myth or *vrtn Stm City and Myth |~ 

Hem 




Post Code 
Computer 



Phone No. 



Item 



ZERO 



*5.257"3.5T3.07*TAPE 



Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PG 

Special Reserve and Official Secrets are fading names of Inter Mediates Ltd 
Reg Ofice 2 South Btoch, The Mattings. SawoiidgeworHi. Herts CM21 SPG. 
Registered in England Number 2054713 VAT r&g no. 424 6532 51 



TOTAL 



Credit card expiry date 

•CHEOUb-POS I AL ORDER/ ACCESS- ' V ISA 
(including Conned Mastercard. Eurocard. Stvilch etc) 
* Delete VFTiefe applicable 




Oveiseas CKde's must be paid by credit card 
Prices include UK & EEC Post and Packing 

World orders please add Cl 00 per item 
For Wank disks add 10% EEC or 25% Wo-M 



mail order 



ZERO 




ZERO T-SHIRT 



£6.99 



Cloclc this! This well wicked ZERO T-shirt, 
made in 100 per cent cotton, is just the thing 
to brighten up your spring wardrobe. Il 
sports the colourful ZERO logo on the front 
and a tasteful ZERO stopwatch on the back. 
What's more it comes in three sizes - 
medium, lorge and extra large. 




ZERO WATCH 



£12.95 



You've no time to waste - get your orders in 
now for this exclusive ZERO watch. It's fully 
water resistant, shock proof and very natty 
with the. ZERO lego and trendy motif. Comes 
in it's own black carrying pouch, 



B00TIFUL 
BOOTY! 

Recommended by Bernard Matthews* 



'well one of them is anyway! 



ZERO SWAG BAG £8.95 



Keep all your personal items safe and sound 
in the ZERO swag bag. Emblazoned with o 
tasteful ZERO graphic, 
it's tough, strong and 
very, very long, made 
from durable black 
canvas with a 
super strong poly- 
nylon drawstring. 





ZERO HERO T-SHIRT £5.99 



Be o real ZERO HERO and keep ZERO's 
best game accolade in striking block and 
yellow, close to your chest. Made from 100 
per cent cotton, it'll absorb all those nasty 
perspiration problems and keep you looking 
cool all summer long. Comes in thfee chesty 
sizes - puny, broad and positively butchl 



ZERO BINDER 



£4.95 



Wont to keep all your copies of ZERO 
pristine and in tip-top condition? Then invest 
in a stylish ZERO binder - or better still 
buy two! Comes in black ^\ 
with the ZERO logo 
boldy emblazoned 
down the spine. ' 






TURKEY ROAST £2.49 



It's bootifuK Tender, lean turkey breast all the 
way from Norfolk. Puts hairs on your chest 
so you better buy a T-shirt. Available from all 
major supermarkets and Bernard Motthews! 



ZERO MAIL ORDER 

Please rush me the following bits of ZERO booty as soon as 
possible. I've enclosed a cheque/postal order for the right 
amount and filled in the form. 



Q ZERO T-SHIRT £6.99 
Q ZERO HERO T-SHIRT £5.99 

o 
o 



ZERO WATCH 
ZERO SWAG BAG 



£12.95 
£8.95 



o o 
o o 

(^) ZERO BINDER 



o 
o 



XL 
XL 
4.95 



Please fill in the number of each item you require in the circles. 



o 
o 



I enclose a postal order/cheque' made payable to 
Dennis Oneshots Ltd. 



Please charge my Access/ Visa/Am Ex* 
Card number: □□□□□□□□□□□□□□□□ 
Expiry date: / / Signature: 

NAME 



ADDRESS 



POSTCODE 



TEL NO: 



Send the completed form to ZERO MAIL ORDER, PO Box 320, London 

N21 2NB. postage and packaging is included. 

Overseas orders must pay by Eurocheque in UK pounds sterling only and 
enclose an extra £2 to cover postage. 

'Delete as applicable ZERO 7 
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SKY ISN'T ACTUALLY 
QUITE THE LIMIT! 

"COS YOU CAN GET SEVEN OTHER CHANNELS 
ON THIS DISHY PRIZE! 




WIN! WIN! WIN! 



A Simply Stunning Satellite Dish, all delivered 
installed and 'pointed' in the right direction! 
PLUS 20 copies of Battle Squadron from those 
rather generous folk at Electronic Zoo! 




| SATELLITE COMPO 

Hmmm, I doubt ZERO-Sat will get airborne unless you discard 
| the 
I the 

and the 

not to mention the bloomin' 

I 

Name 
| Address 



I 

I 

My computer is... ST 



Post Code 
Amiga PC 



Electronic Zoo is about to release 
Xiphos and it's looking like 
it's already going to be something 
special! It's part shoot 'em up and part 
3D space flight sim and it's featured in 
an exclusive Underwraps this very ish! 
To celebrate this rather X-citing event, 
the rather generous folk at Electronic 
Zoo are offering a splendid satellite dish 
to the winner and 25 copies of their 
former release Battle Squadron as 
runners-up prizes! Just think, you'll 
never need to miss a Tyson fight again 
and Frank Bough will be back in your 
living room! Hurrah! Oh, and installation 
will be taken care of too. Yes. your dish 
will be 'pointed' at the Astra Comtel 
satellite bringing Sky Movies. MTV and 
six or so other groovy channels! Fancy 
that? Then... 

... Diah ish What You Do! 

There's a common factor in this compo. 
isn't there? That's right, it's space! 
Xiphos is set in space and satellites float 
about in space too. So, not wanting to 
miss out, ZERO has decided to jump on 
the bandwagon! We've designed the 
ZERO satellite! The only problem is it's 
proving too heavy for lift-off. This is 
where you come in. We want you to 
advise us as to which four items we can 
safely leave behind! If for example, you 
think rocket fuel is an unneccessary 
luxury (you're not very good at this are 
you?) then jot down 'Rocket Fuel' on the 
coupon below. Right, once you've 
spotted four such items, fill out the rest 
of the coupon, add your name and 
address, stick it on the back of a post 
card and send it to Satellites In The 
Night, (Electronic) Zoo-Be Zoo-Be 
Zoo Compo, ZERO Compos, PO Box 
1509, Enfield, Middlesex EN1 HQ. 

O Rocket Fuel 

© Propulsion Unit 

Q Guidance System 

Q Complete set of Encyclopedia 

Britannica 
Q Furry Dice 

Spare wheel 

Airfix construction kit of Saturn V 
rocket 

Rules 

• Employoes of Dennis Oneshots or 
Electronic Zoo found entering this 
compo will be summarily executed. 

• All entries received after the 31st May 
1990 will be satellite. 

• The Editor's decision is final and no 
dish-cussion will be entered into. 
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Ije Adventure continues... 

The Evil Shapcshifter has stolen 
Princess Daphne and to save her you will 
have to outwit the Evil One in totally new 
encounters never before seen in the original 
Dragon's Lair. Hew scenarios anil characters combine to 
malic Escape from Singe's Castle the best sequel to the 
largest selling animated" fantasy adventure of all time... 
Dragon's Lair. 

Muster all your shill and cunning to free Daphne from 
deep within the labyrintljian dungeons of Singe's Castle. 

Lead on Brave Adventurer, your quest awaits 1 




* Compatible with an www. wwiu. and NWZU processors. 

* Tflultitashs peacefully with any llTIb Amiga. 

* flew Gurstloadcr technology loads 10 times faster! 

* Three selectable shill levels. 

* Room flipping option increases difficulty. 

* Directional arrows guide you during game play. 

* Saves and restores up to 5 previously ji laved games. 

* Linhs with tlje original Dragon's Lair lor llje 
ultimate playing experience' 

* flow requires only 56K RAffl! 

* Hcver the same game twice. 

Visionary, Ltd. . ■ iuvi^m a m.^,. iwhwto«iy cmncd 
15235 Shady (drove Road. Suite 10tt' Rochville. fflD 



•th-TiU, LI* C 



Currently for the 
Commodore Amiga 

Coming soon to: 
Atari ST and Appl " 
Computers 



' •»> (■» Our 



EMPIRE SOFTWARE, 
4 THE STANNETS, LAINDON NORTH TRADE CENTRE, 
BASILDON, ESSEX SS15 6DJ 
TEL: 0268 541126 





And it's over to Mike Gerrard, 
the bearded adventurer 
extraordinaire who brings you 
not only magic rings, shrouded 
skulls and gut-shredding 
sharks but also an exploding 

parrot 
which 
has 
never set 
foot in 
Norway. 




MY PLAYLIST 

In the first issue of this wondrous organ I said that if was hard to define 
exactly what constituted an adventure these days. Lo and behold, the 
editor's sent me three games to review, and they're all very different but 
all recognisably adventures. One is a text-based game, the second is more 
of a strategy/trading adventure, and the third is a terrific graphical RPG 
game in the great tradition of Dungeon Master, Bard's Tale and Btoodwych. 
I've been having such a terrific time playing them that My Play List has had 
to expand to take them all in. It's a hard life being an adventure reviewer. 



DEMON'S TOMB 

In the beginning was the word or so I've 
heard, so let's look at the text-game first. 
Denton's Tomb: The Awakening is from 
Melbourne House, the company that 
gave us The Hobbit, Sherlock and other 
classic 8-bit titles. They show that the 
text-adventure is far from dead, provid- 
ing you do it with style, and Demon's 
Tomb certainly has that. It also has 
excellent graphics, but they're contained 
on a separate disk and you don't need to 
access them if you're a piccie-hater. 

Everyone will see the loading screen, 
of course, and that's a lovely horrific 
number with a shrouded skull looking 
down on a burning human figure 
suspended over the top of Stonehenge. I 
like text as much as the next man, but 
can appreciate a great graphic when I 
see one. In fact there's a lot to be said 
for piccies when you try to read the 
drivel in the accompanying booklet. Try 
as I might, I just can't get into a story 
called "The Revelations of Klaadra". 
which has characters with names like 
Barfwyd and Darsuggotha. I mean, 
Barfwyd? Good grief. (That's my mum's 
name actually. You're fired, Ed.) 

Never mind, let's get stuck into the 
game. This throws you right in it by 
having to face a fire that's spreading 




through some underground caverns 
with a vengeance. You know you can't 
escape, but with a bit of thought and 
legwork you can save some of the 
precious objects that are around. You're 
Professor Edward Lynton, an academic 
and archaelogist, on an underground 
dig, but you've somehow been locked in 
these caverns and must save your 
precious notes from the flames that are 
creeping ever closer. You've just enough 
moves to do it, and I really liked this 
prologue which lakes an hour or so and 
gets you right in the mood for the main 
game. Don't be put off by the glaring 
error in the game and in the packaging: 
you're told that it's Sunday March 20th, 
1990 which is fine, except that March 
20th is a Tuesday! I know programmers 
are weird creatures, but surely they've 
heard of calendars? 

The main game switches you to 
being Richard Lynton, the Prof's son, 
and you set out looking for your dad 
when he doesn't turn up to meet you as 
arranged. This is why it's so important 
for the Prof to protect his diaries and a 
lew other items - if he doesn't, they 
won't be there for Richard to help him in 
his part of the game. This begins in a car 
park near Culcombe Manor, where a 
couple of mysterious deaths have been 
reported recently. When the Prof doesn't 
show, off you go to snoop around: along 
bridle paths, over packhorse bridges, 
across a ford, up a pinnacle, across a 
marsh and into Ihe tomb where your 
father's remains are lying. Not that it's 
as straightforward as that, of course. 

It's a traditional approach to 
adventuring, where you have to find 
something to wedge the door of the 
tomb open to prevent it closing behind 
you, and work out how to get the rabbit 
to come out of its rabbit hole. But it's all 
very stylishly done and I'd like to see it 
sell well to prove that there are still lots 
of people who want this kind of game. 
Come on, you text-only fans, put your 
money where your mouth is. 

The texl is well-written and 
convincing and the system has all the 
features you could want: RAMSAVE. 
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UNDO, BRIEF/SUPERBRIEF/VERBOSE 
descriptions, multiple inputs, wide 
choice of screen layouts, a text or a 
menu mode, macros to define your own 
keyboard commands and a very sensible 
parser. This lists all the possible exits if 
you just type GO, or if you type 
EXAMINE LETTER and there are two of 
them, it lists the two and asks you which 
one you mean. Not like some parsers 
where this creates chaos. There's even a 
panic button for when the boss walks in 
on you and you should be working. And 
given a choice between Demon's Tomb 
and work, I know which I'd choose. 
• Demon's Tomb 
Amiga, ST and PC 
El 9.99, CI 9.99 and £24.99 
Melbourne House 

DRAKKHEN 

Let's take a look at a little number called 
Drakkhen. It proves how you really need 
to persevere with some games, before 
you can start to get into them. I'd almost 
given up as I seemed to be killed at 
every turn and was getting nowhere 
pronto- But all along I was sussing out 
the system and when it suddenly started 
to work together. I changed my mind 
about the game completely. 

It's in the great RPG tradition and you 
create a team of four characters to enter 
the realm of the dragon and absorb his 
power. That's the gist of it. I think, 
although the booklet takes 78 pages to 
tell you. There's a separate game- 
playing booklet too. and you really need 
to study those instructions to get to 
grips with deciding who your leader is, 
how to arm your merry men and 
women, how to swap items around, 
choose between swords and spells and 
so on. If you don't, as I didn't at first, it's 
a case of getting marmalised at once 
and 'Play again?' folks. 

Vou begin in an exterior landscape 
and here the ST and Amiga versions 
play very differently. Infogrames swears 
that it's random, but on the Amiga you 
get blood-curdling monsters launching 
themselves at you at once, while the ST 
version allows your group to stroll 
casually to the nearby castle without 
encountering so much as a Jack Russell 
Terrier snapping at your heels. By the 
time you roach the castle you should 
arm your group and prepare them for 
baule, as once across the moat you'll be 
plunged into the thick ot it. 

Getting across the moat isn't easy - 



in fact it's one of the game's weak spots. 
There are sharks circling the moat, and if 
you cross the bridge one leaps out of the 
water to munch you for brekkie. You 
then have lo reload your game as 
there's no point in entering without a 
gang of four, and it takes ages to sneak 
one of your characters across. You have 
to wait till the shark's passed the figure 
on the right of the screen, and then run 
for it. Even then it doesn't always work. 
It's the half-minute wait while you reload 
your game that's annoying. 

Once you're 'safely' inside. Drakkhen 
is brilliant! The graphics are first class, 
with the ST every bit as good as the 
Amiga and the game-play is great. The 
characters can keep together or wander 
separately round the castle's rooms and 
dungeons. However, if they split up, it 
won't be very long before you're 
controlling one and you hear a slurp- 
munch-munch from elsewhere as 
someone's just been ripped apart. 

You can click from one character to 
another instantly and drag weapons and 
defensive items around just as you like. 
As with Dungeon Master, the light fades 
unless you've got a regular supply of 
torches and fortunately there are plenty 
round the castle walls. Background 
details on the screens are better than 
Dungeon Master, though the monsters 
are slightly less detailed. Some fantastic 
fight sequences though when your gang 
of four gets attacked and the hack-slay- 
squelch-gouge-clatter comes thick and 
fast. This is definitely going to be one on 
everyone's play-list over the next few 
months and beyond. I'm sure 
Drakkhen's got a lot of secrets it'll be 
very slow to reveal. 
• Drakkhen 
Amiga, ST 
and PC 
£29.99 
Infogrames 



Ylkei! I ► 
think It's 
lime to hire 
com* staff 
but I'm not 
vory good 
with bawdy 
sailors. H 
only I could 
remember 
their fave 
Village 
People 
tuna... 



RINGS OF MEDUSA 

I was so taken by the first two games 
left myself hardly any time to play the 
third one: Rings ot Medusa. It's also less 
my kind of game, oeing more to do with 
trading and strategy. You play the son of 
a King on an unknown planet, who must 
find five rings in order to defeat the 
goddess Medusa. You begin with next- 
to-nolhing ana in sometning like Ultima 
style, you move your figure across a 
landscape that looks more like medieval 
England than up Uranus way. You can 
enter tor try to) the various cities, as well 
as probably getting bashed up by a 
hostile army on the way. In a city you 
can hire men and arm them, provided 
you have the cash to pay for it all. You 
can always borrow this from the bank, 
but remember that the day of reckoning 
always comes round! You can also 
arrange to trade in various goods, but 
then you'll need a ship to transport 
them, which means choosing between a 
cargo ship for simple trading, or a 
battleship which will also house your 
army of men. Make sure you can afford 
the sailors' wages, too. They won't do 
the work just for the rum, bum and 
concertina, you know. 

I didn't spend nearly long enough 
with this game to get the most from it, 
but that's also because it isn't the kind of 
game that grabs me by the interface and 
demands that I uncover its innermost 
secrets. If you're into strategy games, I 
definitely recommend you give it a look, 
as it seems to have been put together 
with a great of attention to detail. It's 
converted from a German original so 
should be full of Teutonic efficiency, if a 
little low on excitement. 
• Rings of Medusa 
Amiga and ST £29.99 
Starbyte Software 
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DEAR AUNTY MIKE... 

Bonjour mah leetle ushpuppies et welcome encore to zis, 
mah special corner of zis magnifique magazine/ which 
publish mah clues and tippie-poos and all zat kind of a thing, 
you know? Ah joos lerve to cast mah leetle froggy eyes on your 
French letters to moi, bert ah 'ove to say, an' I shall say zis only 
once, if you, ze noble readair, wishes to receive a reply personal, if 
you know what I mean you naughty little peeples, zen you murst 
enclose ze envelope avec le address et le stamp. Comprenez? Some 
of ze peeples whose questions ah 'ave answered zis mernth, forgot 
to do zis thing, an' so zey 'ave been kepped waiting for ze naughty 
know-how. Bert it iz all compleetly zere own fault as you Britishers 
say, n'est-ce pas? 



ADVENTURE HEALTH WARNING: 
Reading the following may 
seriously damage your 
adventure fun - unless you're 
completely crap anyway. 



HIPPY HIPPY SHAKEN 
flEjE^jA "Greetings from a hippy in 

[•^■^pl distress. Yes, I need the 
% Ho"c?h «T hippy hot-line to brighten 
m my window-cleaning in the 
arcade-adventure. Future 
Wars. I'm stuck in the room with the 
typewriter. Help!" 

This pathetic plea comes from Michael 
Smith of Bradford, a reet gradely 'ippy 
in a flat cap. In this room Michael, walk 
to the second cupboard from the left, 
and use the key on the cupboard. Then 
examine the big typewriter, which 
provides you with a password. Walk to 
the desk, operate the drawer, take it, 
examine the map, use the little flag on 
the little hole and then you can enter the 
secret passage. 

FISHING FOR CLUES 

Ben Byer of Stoneygate is 
stumped by Fish!, as well he 
might be. He's done two of 
the three warps at the start 
but is stuck on the smooth 
one. He's having trouble with an 
exploding parrot (hem hem). 





The parrot will explode anyway, and 
you can't get it out of the cage by 
getting hold of it, so what you have to 
do is simply open the cage, then step 
outside the forge. The parrot will fly out 
of its own accord and go and explode 
somewhere in the forest. Meanwhile you 
can go back in and get the mould out of 
the cage. Easy as falling off a perch. 

ORC- WARD CUSTOMERS 

"Having just bought an 
Amiga 500. '' say Wendy and 
Jezz Hawkins of Derby, 
"we went in search of an 
adventure game and the 
sales assistant assured us that Knight 
Ore was just the thing." (Just the thing 
he'd got in stock, I think he meant). "The 
game is brill, but having got a hint 
request card with the game we went to 
send off for a hint sheet but the address 
is Firebird, New Jersey, USAI The 
address on the box is Telecomsoft, 
California... and they want an sae" 

Using more detective work Wendy 
and Jezz contacted Rainbird in the UK, 
then ZERO who put them on to 
MicroProse (who'd taken over Rainbird). 
MicroProse assured them that no hint 
sheet was available for Knight Ore. So 
back they came to ZERO. 

Hint sheets on the various adventuros 
written by Level 9 and published by 
Rainbird (Knight Ore, Jewels of 
Darkness, Silicon Dreams) are available 



CLAIM YOUR SYNTAX DISCOUNT HERE 

What with the new Poll Tax, the last thing you might want is another tax but if thaf t the 
case then you haven't tried Syntax, the ST adventure magazine on a disk. It's published 
bi-monthly and sometimes once every two months as well. It's got clues, news, reviews, 
gnus, stews and all other kinds of adventure- re I a ted stuff too. 

Your Syntax would normally cost you £3.50 a time but the ZERO adventure page is 
making an offer you can't refuse - a quid off, making it only £3.50. For that you'll get the 
latest spiffing issue for little more than the cost of the single-sided disk it comes onl 

I enclose my cheque/postal order/ international money order amounting to £2.50 for my 
copy of the latest Syntax, as per the special offer in the magnificent ZERO magazine. 
Readers outside the UK should add an additional £1 to cover extra postage costs. 

To: Sue Medley, Syntax, 9 Warwick Road, Sidcup, Kent DAI 4 6U . 
From: 



NAME 



ADDRESS 



POSTCODE 



free from the awfully nice Level 9 people 
direct. Send them an sae and the card 
that's in the box. Basically Rainbird 
totally cocked up the clue-sheet service, 
so Level 9 stepped in and offered to do it 
itself, as it always does with the titles it's 
published. It's one of these wacky 
software companies that believes 
strongly in customer support, so it'll 
probably never be rich but the staff will 
always be jolly good to deal with. 
Contact them at PO Box 39, Weston- 
super-Mare, Avon B524 9UR. 



m 



KING DANIEL I 

Six trillion and eighteen 
thanks go to Daniel Jones 

of Reigate for being a jolly 
^ '--^ decent cove and sending in 
— ' his solution to Sierra's 
King's Quest IV. Instead of the usual 
edited highlights, I'll adapt Daniel's very 
sensible suggestion of explaining the 
order in which you can do things. 

Things which are possible at the 
beginning: using the gold ball, in the 
dwarves' house and the mine; in the 
fisherman's house getting the magic 
fruit, dealing with the whale, getting the 
bridle and putting it on the unicorn. 

Things which are only possible after 
getting the unicorn: getting the dog out 
of the way and getting the hen that lays 
the golden eggs. 

Possible after getting the hen: the 
witches' cave and the scarab, opening 
the trapdoor, opening the crypt and 
getting Pandora's Box. killing Lolotte 
and taking the talisman back to Genesta. 



AU REVOIR MES 
PETIT S AMIS 

k a J I cannot zay 'ow 

I y~m-r? murch it pains me to 
* 3 'ave to zay thees but 

I 'ave run out of rfioom again so 
I shell keep up my detectif wurk 
and will await all ze Hps, cheats, 
'ints and anyzing elze you like to 
tell me - petits problemes of an 
intensely pursonal nature etc... 
So az you Inglish zay 'Cheerio' 
and write to ZERO, 14 Rath bone 
Place, London W1P IDE. I shall 
comb my 'edgehog whilst I await 
all your leetle tipettes. 
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60 > 3.5" Lock able Omk Storage Bo* 
100* 3,5" tockabiti Disk Storage Bu« 



JOYSTICKS 

Cheetah 25 Plus 

C'u'BFr Black, blue or Multicolour 
Kolu i . ■ s. -i A . i ■. - 

Competition Pro 5000 
Comoei'1>on Pro Clear 
Competition Pro Extra 
Zip Stick Star-lard 
2<p Stick Autolire 

••■«•••••••»•••*• 

PfllNTEH SPECIAL OFFER 
CITIZEN 1 20D PRIMER 
{Phiato oiat* computer type when 
in liming I 



Euiope lother than UK) 
shipping costs are 
£1 50 pet disc lo> normal an mail 
£2 50 pei disc loi eipiess airmail 


Please make cheques or postal orders payable 10 WORLDWIDE SOFTWARE 
ALL PRICES INCLUDE POSTAGE AND PACKAGING IN THE UK 
ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE ORDERS 


Outside Europe shipping costs are: 
£2 00 pe* disc tor normal Airmail 
£3 00 per disc tor express anmadl 





★ CHALLENGE CUP 

1990 

WILL YOU BE THE U.K. 's No. 1 ? 



KICK OFF 



THOUSANDS OF ££££££'s 



HUNDREDSOF PRIZES 



INCLUDING £2,500 in cash Cup Final Tickets Weekends in 

London Comrfiodore Monitors Cumana Disk Drives RAM 

Expansions Boxes of Disks Games 

+ MANY OTHER PRIZES 



N.B. The Kick Off Challenge Cup is run by the Computer Football Association, with the full 
support of Anco Software Ltd. The competition is open to all association members. 
* Kick Off is a copyright product of Anco Software Ltd. 



Please register me as ,i member of IheCOMPU TER 
FOOTBALL ASSOCIATION 

Send me my membership card and competitor's pack to: 



would like to play my first game in (please tick appropriate box) 



I enclose my membership fee of £5.00. 

(Cheques payable to The Computer Football Association) 



LJ 


BIRMINGHAM 


□ 


LONDON 


n 


BRIGHTON 


□ 


MANCHESTER 


□ 


CAMBRIDGE 


□ 


NORWICH 


u 


CARDIFF 


□ 


NOTTINGHAM 


□ 


CARLISLE 


□ 


OXFORD 


□ 


EDINBURGH 


□ 


PLYMOUTH 


□ 


GLASGOW 


□ 


SOUTHAMPTON 


□ 


LEEDS 


n 


TAUNTON 



SEND YOUR COMPLETED APPLICATION FORM TO: 
C.F.A., 475 STAINES ROAD, BEDFONT, FELTHAM, MIDDLESEX TW148BL 



FREE! 



TENSTAR PACK 

WORTH OVER £229! 




FREE' - AMEGAS - by Players 




FREE! - INSANITY FIGHT - by Microdeal 




FREE!- ART OF CHESS by SPA 




FREE! - MERCENARY COMP My Vu^. 



I V.-*w „ 




FREE - BARBARIAN, ULT WARRIOR - by Palat 




FREE' - TERRORPODS by Psygnos.s 




FREE! - BUGGY BOY E..i- 



- • I '■ . * ' 



FREE! - THUNDERCATS r> e. i - t 





FREE! - IKARI WARRIORS - by EMe 




1 1 > ^ — ■ 
FffCC - WIZBALL - by Ocean 



C z Commodore 

AMIGA 




.95 

•VAT- 

£399 

INCLUDES 
FREE UK 
DELIVERY 



£346 

The Am»ga 500 is one ot a new breed o' technological 
advanced computers, which are now emerging as (he re* 
standard lor home computing, based around the new Motorola 
68000 chip The A500 has 512K RAM ana a 1Mbyte double 
sided disk dnve built-in it can be connected directly to a wifl* 
range of monitors, or to a domestic TV set through a TV 
modulator Designed with the user m mind, the A500 features a 
user friendly WIMP environment and comes supplied with a free 
mouse And. when you buy your Amiga from Siica Shop, the 
UK's Nol Amiga specialists, you will experience an after sales 
service that is second to none, including a technical suppon 
helpline ana free newsletters and price lists Return the coupon 
below for our current information pack, which will give delails tf 
the Silica service and the very latest Silica Amiga offers. enr- 



WHY SILICA SHOP? 



Br'o'r iou 3«>o> w*e" 10 Du( ■<Ji> <*« Conmoaom Amgj compute' 

•e kiQgetl ..-j COnKO** ,f, you Our 1 'nice *'r 

MAN* companies •"a car atift you a co«t|Mri a if* pe'ipnerait a"a 
me top i*" *e»>no mm Fhm »<* *ew(r •..imp*'.** w»o ear orvi ■ 

* d» rang* til pi. mum lor |Oij compue* « —.i J( ( lf .- ii„ce ar»0 
he'p ianen you n ^M il Tnefe <i ONLV O'lt company »no ra r prow 
lie biu-si 'j»g« or Amiga teiaied p-oOut.1* ir> inr UK ■ 'i.< liw* tn>ft 
iWC'Mi Win raptN »«« .n-d«ii" MM »al« n.Ctiijii incluO>ng 

I'm rcwwll'ft *"d B'ixn_'e% 9P">fM 10 yOut OOO' '01 *l l O n 0 ** tOI 

>Dq u in- ■ /ou rou' conm-le* *Hi one co">M'» it Stliu 

SN* We "a*e Deeri «iifH"W in inn tome tomp^d-i MM 'o< Ion yea't 

ana CJr no* Ctttln 10 "WW (X.f CUIIOnWt '«c-jtr«»<**tf an MCu'lCI 

■nil ■ It-'iijna wmcn 18 wcuna H ri»ie Hr-r air |U11 V""r O* We 

l«ir , ~. ■ unVt you 

THE FULL STOCK RANGEi The largest range of Am ga 
reiateo pefipnpfa'S accessor** boo»s and sotiware in the UK 

AFTER SALES SUPPORT: The Ittff Bl Smca Snop are 
dedicated lo nop you 10 gel Ihe besi 'ro/n youi Amiga 

FREE NEWSLETTERS: Mailed direct to you' hon* 
soon as we print them, featuring otters snd latest releases 

FREE OVERNIGHT DELIVERY: On ait ha/dwa-e orders 
snipped lo Silica Snop customers withm the UK mainland 

PRICE MATCH PROMISE: We will normal y match our 
compeMu'ft offei on 3 same product samp pt.ce ba»s 

FREE TECHNICAL HELPLINE: Full nme learn ot Amiga 
technical e»perH lo help you with your technical qup'ies 

Bui don l jusl lade our * vi to> il Compieie ana 'eluin the 
Coupon oe'ow 10' our latest Amiga *<feratuie and b*g"> to 
e«penonce tHe Si»ca Snop specialist Amiga service 



PHOTON PAINT PACK 



A500 Computer 
TV Modulator 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE - 



£399.99 
£24.99 
£69.95 
£229.50 
£724.43 
£325.43 

£399 



mm 



A500 Computer 
1084S Colour Monitor 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT: 

PACK PRICE 



£399.99 
£299.99 
£69.95 
£229.50 



£999.43 
£350.43 

£649 



FREE FROM SILICA 



Wnen ynu Duy tnt* Amiga f>00 Uo"i S>l>ca Shop, you »ii not ony 
get a "ign power >a>ue lo' money compule' we w« also |M 
you some spectacuiai IM g^ns F*« Ol Ml, wr He now mcludng 
a TV -1 ■ ! ■ ■■' ■■■ w ih every A6O0 Sland aione keyboard 10 ynu 
can piug youi Amiga suagm <nio /Out TV at name mv 
modulator il not nouded w^m me A500-A1084S pach as 11 a no; 
■canned fo' use w>tn mon>toisi Secondly we have added a M) 
copy of Photon Pami an advanced graphics package * i' an 
RBP ol E699S i-asi iand Dy no means teast'i so lhat yo„ can w 
up and njnn.ng sirn>gh* away we arc g»mg away the sensai>Jn> 
TENSTAB GAME 5 PACK w>tn every AbM p^rchj&ea at S-dca 
Snop This pac» leatures ten (op Am>ga t t>es wh<cn nave a 
combined RRP ot nearly t?W Return ine coupon tor det.n.s 



FREE TENSTAR PACK 



W*n yau Ouy you' Amiga 500 
Iron Silica Shop. »« nan lo 
makr »uic ytiu grt the Dnl 
oeai cossioie 'n*' n *ny we 
arc gn<ng awtf Int lENS^A^ 1 
GAMES PACK *o'lh nea'ly 
£730 abtoluleiy FREE *il" 
•very *i00 purcnasea ham u» 
the Te^Siai Games Pac« >ne- 
IndWJ len t>ll« lor the ASOO 
eacn indmduaiiy pacuoeo in 
'il own caimg •im instructions 



Amegas 
Art 01 Chess 
Baibanan. un Warrior 
Buggy Boy 
Ikarl Warriors 
Insanity Fight 
Mercenary Comp 
Terrorpods 
ThunrJercats 
Wnbaii 



TOTAL RRP: £229.50 



£1495 
£24.95 
£19.95 
£24.95 
£2495 
£24 95 
£1995 
£24.95 
£24.95 
£24.55 
£229 50 



■ii'm'i'i'M-ivi.' i . i'i . v' . ii-y . v 

il you already own an Amiga computar ana would n is t# ivpitiaiM o" ou' making im as an 
Amiija uhi i«i u* n«ow W* win m piMMO lo *#fld yOu <op«* o> ou' 0"f» aM new»i«ie« 
fPEE O' CHARGE ■* iney Become aia'aolF ComplMa In* coupon ind return it to Qui &HKup 
Brancn and begin pipr>>«ncing a ipec^im Amiga *c>ice inai <% wee to "one 



#>o: SilK 

I PLEI 



To: Silica Shop Ltd. Oepl 23-ZEBO-O590. 1-4 The Mews, Hatherley HO. Sidcup. Kent. DA14- 

PLEASE SEND ME FREE LITERATURE ON THE AMIGA 



IIGA | 



SILICA SHOP: 



SIDCUP (&. Mail Order) 01-309 1111 

1-4 The Mews. Hatherley Road. Stdcup Kent. OAt4 4DX 
OPEN MON-SAT 9am 5 30p"i LATE NIGHT. 'RiDAV Sfcm - Tom 



LONDON 

52 Tottenhim Court Road. 
OPEN "JON SO I 9 MUnt fi OQpn 



01-5H0 4OO0 

London. W1POBA 

l ATE NIGHT NONE 



Mr 'Mrs 'Ms 



Aadross 



Initials 



Surname 



LONDON 01-6a9 I23-1 ext 3914 

Sel I ridges 1 1 nl floor'. Oxford Slrent London WtA I AH 
OPEN MON SAT ftf/ri 600pn> LATE NIGHT.- THURSOA* 9evn Spin 




Postcode 



Do you aireaay own a computer 
II so which one do yuu owrP 



J 



readers 7 pages 




HIGHEST JOYSTICK 
IN THE WORLD 



Send all your old 
crap to Yikes! ZERO, 
Dennis Publishing, 
14 Rath bone Place, London 

W 1 P 1 DE - there might even be 
a rather super free 'gift' in it for 
you (if we feel like it). 




ASTRONOMY 
CORNER 

by PROFESSOR GORDON NEBULA 
(Great Britain's first astronaut) 

reelings fellow storgozers. You may 
recall from lost month that o black 
hole has been found in the asteroid 
belt. Well I went out there in the space shuttle 
with Heather Couper and some NASA 
scientists, we picked it up in an electro- 
magnetic field and brought it back to earth. 
We thought il was going to be the size of a 
football, but it turned out to be more like a 
Rolo. It's currently in my kitchen and Heather 
and 1 ore conducting experiments on it. 

The first idea we hatched was to put it in 
the microwave oven (on defrost) for 30 
minutes. Nothing happened though. Neither 
of us could think of another experiment to do 
- until Heather suddenly had the brilliant 
idea of seeing how many cornflakes it could 
swallow up, so we started dropping 
individual flakes inlo the thing. An hour loter 
we'd emptied two whole 500g boxes of the 
popular breakfast cereal into the mysterious 
tiny collapsed star, and there were still no 
signs of it becoming clogged. So, our 
conclusion was thai a black hole can 
consume an infinite number of cornflakes. 
We phoned NASA and totd them. Then we 
decided to see if it would float, so we had 1o 
move it (using (he electromagnetic field 
device) to the washing-up basin. But disaster 
struck. Heather 'Butter fingers' Couper ('he 
world's only female astronomer) dropped the 
magnetic-field remote control unit, which 
landed on the 'off' swilch. The black hole 
dropped like a brick, went straight through 
my kitchen floor and sucked its way down to 
the centre of the earth, where it's now slowly 
eating up the plane! from the inside. Earth is 
doomed and it's all 
Heather Couper's fault. I 
phoned Potrick Moore 1o 
gross Heather up, but 
Claire Rayner answered, 
told me he was in the 
jacuzzi and hung up. 





Every month Yikes! asks you to stick a joystick in a carrier 
bag, cart it somewhere quite high and photograph it - and 
this month is no exception. There are two categories: land 
based altitude and aircraft aided altitude. 



o prizes for Gary Partis of 
Merseyslde either. Here's the 
letter he sent: 



Dear Sir, 

Your article concerning the mixing of 
joysticks and high altitude was recently 
brought to my attention and. as a result, 
I have decided to broadcast my 
achievement. 

During the winter of 1982, a friend 
and I climbed the mountain Hellvelain in 
the Himalayas - as part of the Duke of 
Edinburgh Cold Arrow team we had to 
monitor conditions above the comos 
layer (which starts at 97 million feet 
above sea level). We decided to take a 
BBC model B, which we found was most 
suitable for the fob. With it we took a 2.5 
volt battery kit, a BBC microcomputer 
teletext system, a 6502 second 
processor, twin 40/80 dual sided 5.25" 
disk drives. Acorn DFS, Epson FX80 
printer, a MicroVitec CUB 452 monitor, 
Z80 second processor, ATS ROM, an 
Atari Track-Ball, a copy of AMX Art, a 
small lump of lard, a home made 16K 
sideways RAM extension, a Pentel 
0.5mm P205 pencil, a dust cover 
attractively finished in Acorn cream, a 
box of ten cheapo disks and a pair of 
Voltmace Analogue joysticks. 
Unfortunately we didn't have a camera. 

Come on, do you want to be a 
record breaker? Then carry your 
joystick and a camera with you 
wherever you go. Climb a mountain. 
Go up in a balloon. Hijack a Space 
Shuttle. Do it any way you want. 
Oh, and there's a special prize for 
the first person to do a commercial 
aeroplane cockpit interior shot which 
includes a) the altimeter, b) one of 
the pilots (preferably the captain), 
and c) your joystick (of course). 




First up we have David Harrison 
of Wood Groan in London 
who has literally smashed the 
aircraft aided record (which was last 
month set at 3,700 feet). The picture 
shows a Quickshot II next to an 
aeroplane window: and outside the 
aeroplane window is a smallish chunk of 
the Himalayas - seen from way above. 
On the back of the photo there was a 
signature and a bit of writing which said 
this: Bill Sullivan (Captain) - Estimate 
37.000 feet. Hmm, some skullduggery 
afoot here, we'll bo bound. The 
photograph isn't of the Polaroid 'instant 
picture' variety, which means it must 
have been developed using the 
traditional and rather slower 
'Prontoprint' method. So how come the 
pilot was able to sign the back then? 
Was there an on-plane film developing 
service? We don't think so somehow. 
Still, the photo speaks for itself so a 
prize is on the way. 

Stewart Boll of Glasgow sent 
us this shot of a Konix Speedking 
perched on top of a 22 storey 
building. We in turn sent it to Scotland 
Yard's photographic evidence 
department, where they have the 
facilities to enlarge pictures lo ridiculous 
proportions. Is the joystick there or not? 
We'll know by the end of the month 
thanks to the boys in blue. Mind you. 
even if it is there it's not going to beat 
the record set by Fraser MacDonald in 
the last ish - so all thai highly skilled 
police work is going to be for nothing 
(still, it'll keep them off the streets). 
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BUILDING TIPS 



J Hello builders! Robert 
'Jailbird' McAlpine Jnr 
here again. If you're a 
regular reader you 
may recall that last 
month saw me stuck behind bars on 
charges of contempt of court and 
actual bodily harm. Well, that's 
where I am this month too - still 
behind bars. I'm 'doing bird' as they 
say. My lawyer can't seem to get 
bail sorted out, so I'm stuck here 
until my trial begins. And what a 
time to be inside - I've just received 
a letter from Euro-tunnel chairman 
Alastair Morton, who's requesting 
my services on the Channel Tunnel. 
Think of all that work up for grabs. 
I informed him of my circumstances, 
and he said that he's prepared to 
wait for two months. The trouble is 
that my trial is set for November! 

So, to cut a long story short, I've 
decided to make a break for it. I'm 
going to go over the wall (or 
possibly under it - I haven't got the 
plans together yet). The window in 
my cell is a bit loose but 
unfortunately I haven't got any 
'tools' to work at it with - so if 
anyone could send me anything at 
all (a small blade, a teaspoon: 
anything) then I'd be most grateful. 
Anyway, onto your letters: firstly 
Dale Wilks of Cambridge. 



by ROBERT McALPINE JUNIOR 



Dear Mr McAlpine Jnr, 

Here is a litlle plumbing tippette for you, 

for leaky pipe situations: 

1) Go out and buy a wet-suit, goggles 
and an oxygen tank. 

2) Fill the room containing the offending 
pipe with water. 

3) Look for air bubbles and you've found 
the leak. 

4) Mark the hole with waterproof yellow 
sticky-backed plastic. 

5) Open all windows and doors. 

6) Stick blu-tack over the hofe and voilal 
A perfect job. 

PS. Why is it called plumbing? Lead 
pipes look and taste nothing like 
plumbs. 

Thanks for the tip. And regarding 
your P.S., I simply don't know. My 
1990 Builders Almanac wasn't of 
much help either. Maybe another 
reader will be able to tell us. I had a 
letter from Angola Parsons of 
Chlswlck who had this to ask: 

Dear Robert, 

I'm currently trying to form my own 
company - an all woman building and 
decorating concern. While I'm aware 
that women cannot carry the same loads 
as men, we do have one thing going for 
us in that we don't smoke countless roll- 
ups and take 50 tea breaks every day. 
So, while a woman may have to make 



two wheelbarrow trips compared to a 
man's one. the time saved by not 
smoking or drinking more than makes 
up for it. Anyway, I have a question. 
Dumper trucks. Are they hard to drive? (I 
can drive my car quite well.) 

Hmm, another dumper truck 
question. (I had one last month, you 
see.) Well, Angela, the answer is "it 
depends". Some people find them 
easy to control while others find 
them hard. The thing about dumpers 
is that the wheels at the front are 
fixed, and you steer those at the 
back. Probably the best advice I can 
give you is to practise reversing 
your car around a building site for a 
couple of days - it's very much the 
same thing (except you'll be facing 
in the wrong direction and you 
won't be able to carry three tons of 
hardcore). 



K J Anyway, with that 

! question sorted it's time 



to wrap it up again for 



this month - after all, I've got to get 
my escape plans underway. So if 
you've got any construction or 
demolition tips or queries don't 
hesitate to ask - after all, building 
can be safe if you do things the 
Robert McAlpine way and you might 
well earn a prize to boot. 




LET ME HAVE THE FOLLOWING SPIFFO ITEMS": 

12 3 4 5 6 

PRICE: UK £1 .95 (plus 50p p&p] 

Overseas £ 1 .95 (plus £ 1 .00 p&p) 

I enclose o cheque/postal order for £ 

made payable to Dennis Onesho's ltd. 



NAME 



ADDRESS 



POST CODE 



■6 WITH FREE 
CHEATS DIGESTI 



Complete the form and send it (with the dosh) to ZERO 
Back Issues, PO Box 320, London N21 2NB. 

'Please ring ihe issues you require. 
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GIVE OR TAKE 



Roll op, roll up, roll up: ir's rime to to put that ancient 
computer up for grabs, swop a bit of software, 
help start a new fanzine and search for your 16-bit 
lurve. How? It's easy - just fill in the coupon below in not 
more than 30 words. How much? It's naught pence to all 
ZERO readers i.e. completely freed! Now there's a barg 
if ever you saw one. However, a word of warning - no 
actual selling of software is permitted and all businesses 
will have to advertise in the Launch Pad section. 



HARDWARE 

• For sale second hand BBC Acorn 
Electron with 8 games lapodeck and a 
selection ol manual* Phone Charles on 
Bristol 735470 tor more details. 

C Spectrum < 2 with 18 games worth 
f 1*0. Alitor only £97 Phone i01> 757 
S4B4 between 10 and 4pm. week days 
only. Ask for Paul. 

• Amiga ASOO lor sale TV modulator, 
two joysticks, mouse and all disks and 
manuals Handy used ten months 
guarantee left C330 o.n.o. Phone 
Dorchester 10305) 265164 alter 8pm any 
day ol the week 

e Atari 2600 for sale. Very good 
condition, new joystick. C50 worth of 
software. Asking price C30 o n o or 
swop 'or Commodore 64 printer Phone 
Brian on (04741 3776758. 

• Sega Master System Joystick Kom« 
speed stick, tapid 'ire unit. 5 games. Mint 
condition, coal C?10. Will sell lor f80 A 
bargainl Ring 101 1 553 2137. 

• Nintendo Deluxe set with t"0 worth 
of software Mm! conditon. bought last 
Chnstmas Sell for f 150. Telephone 
Trevor (07781 341325 after 4pm. 

• Spectrum 128-2 to' sale. £150 printer 
and printer interface Phone Steven on 
105971 747239 

• Selling a Commodore Plus 4 lor only 
C50with over CTOOs worth of eouipment 
and software for more details phone 
Rending on 413555. 



e Video camera, bw surveillance 
camera C*5Q CCD colour video camera 
C100 Both as new with lens Suit 
digitise' etc Tel (0661 1 7980456 
e Yamaha PSS-690 for swop. E*change 
for any Atari ST and bundle of goodies 
Would like Talenpin Stac. Degas Elite. 
books, anything considered. Send list to 
Manin Scott. 5 Riverrfale Park Drive. 
Belfast BT11GDN. 

e CBM 64 old model • loyshnk . 100 
games f 120. Phone Jamie on (01) 478 
8504. 

0 Atari 800XL. loads ol games mags 
Bargam at flSOonn Also Sega Master 
System Only f 100 o n o Or swop both 
for a PC Engine. Seoa Mega Drive or 
Amiga 

e C64 and 300 games. Bargain at f 175. 
Rmg Steven on Bnghouse 721139 after 
5 pm 

• Megadnve 16 bit PAL Sega and game 
and Nintendo with Japanese converter 
and 7 games Worth £570- Swop lor 
Amiga and any other offers Phone 
Dominic on '09641 614063 

• Spectrum 17HK computer plus serial 
8056 printer, Robotek leads, speech 
synthesiser Ove- 200 games and 100s 
of maga*ines Bargain at f200. Phone 
Richard on 10422) 206614 

• BBC mi-ror nmputer 64K and Piestel 
i«le-communi< i ation modem unit plus 
leads and manuals for 1*300. Phone 
Hishi Khanna on 10505) ?t0?3. 



BOOK YOUR FREE AD HERE 

H you'd like lo odvcue in Give Or 7ate. please M m the coupon botow m BLOCK CAPI1A15 
ond «>nd Ilk) Give Or Take, ZIRO, 14 Rathbone Place, London W1P 1H. Don't 
forget to encloie you' oddreii and phone number ond '•member *Q mark the envelope with the 
appropriate lee'ion We con'" accept any ichwoie *alei ond privo** OdVtrffM wi" l*ove "o 
advertige m the Cloil<riedi techon 

• Please include my advert (which is no more than 30 words) 
under the following heading: 

HARDWARE SOFTWARE PEN PAIS LONEIY HEARTS 
WANTED FANZINES MESSAGES AND EVENTS 
BIRTHS, DEATHS, MARRIAGES AND DIVORCE Q 



Name 



Address 



Post Code 



It you don't wont lo d iwi your tponking new cooy o* ZERO, it's umple - u»e a pho»ocopy 
WARNINOi ZIRO conno" guo-ontee to ploce every a d received ZERO 7 



SOFTWARE 

• Amiga software swops; over 50 top 
titles l- expanding! Originals only 
please A500. A1000, A200O 
compatibles. Call Sachln on (011 346 
7554 lot full details P S. Hello to Wentao 
Chan 

• Amiga contact and software wanted 
for new Amiga owner 100% 'opty. Send 
disks etc to Spider and Knight, 52 
Rossett Road. Crosby. Liverpool L23 
3AW. 

• Contacts wanted, only the best on the 
Amiga No beginners pteoae. Lists and 
disks to Andrew. 2 Chatswolh Avenue. 
Meirboio. South Yorka 564 CHU. Greets 
Goto Team 41 . seeya Mexboro Phoenoe 

• Amiga PD for sale Very cheap prices 
For more info send sae to 

Darnel Newton. 14 Beech Grove. 
Beverley Road. Hull HUS ILV. 

• Atari ST contacts wanted to swop 
software. 100% reply within 24 hours 
Send sae to Andrew. 30 Penrith 5treet. 
Barrow- In Fumes*. Cumbria LAI 4 2BP 

• Will Irado ST games: Manhunter. 
Middle Earth, Heroes, Battietech. 
Millenium. F- 16 Combat Pilot. RVf 
Honda and many many more. Phone 
Harold on (011 3118 7309. 

• Sega games wanted. My light gun for 
your Phantasy Star and one other My 
3D glasses for Shinobi and one other. 
Write to Paul. 3) Downing House. 
Willow Way. CWood, Birmingham B37. 

• Megadtive and PC Engine games to 
swop. Write to Mat Anthony. 164 
Claughion Avenue. Crewe. Cheshire 
6WZ 6ET 

• Swop ST games* Baal. Captain Blood. 
Speedball. Prison Double Dragon. 
Space Harrier. lAmiga disk: D Paint III 
Swop for ST an package7 Contact N. 
Amo'osso. 14 Carlton Road, 
leylonstone. London E 1 1 3AQ. 

• Swop 5T games! My Fish. Milemum 
22. Virus. Airball Constkil. High Steel. 
Bubble Ghost Spideriromc. Speedboat 
Assasins. For Arew Zealand Story. Zak 
MeKrocken. Scrabble. Monopoly. 
Continental Circus. Indv lAdventurel. 
Batman tCrusaderl. Phone Mark on 
(07331231314. 

PENPALS 

• Amiga freaks get writing to me tor 
swops and tips etc. Must be fast. 100% 
reply. Write to Colin Stevenson. 2 Mona 
Flats. Jubilee Road, Barmouth. Gwendd 
LL42 1LT. 

• Amiga contacts wanted for exchange 
ol hints, tips, public domain software 
(especially demosl etc. Write to PW. S 
Church Court. Anston. Sheffield S31 
7FR. 

• Amiga contacts wanted Send lists. 
100 per cent reply Write to Mark, Lmdos 
School Lane. Mar ham. Kings Lynn, 
Norfolk PE33 9 J A. 

• Amiga contacts wanted Everyone 
welcome 100 percent reply guaranteed 
Wnie to A. Z. T., 68 The Quarterdeck. 
Westferry Road. London E14 BSH 

• Hi there! PC contacts wanted I have 
about 4001500 disks I guarantee 100 per 
cent reply to everyone who writes to 
me. Send you' sofllist lo BRISK of 
Modern Techno logkea. Dutkeshofstrat 4 
6882 NG Velp. Holland!" 

• Amiga contacts wanted. Beginners 
more than welcome. 100 per cent reply 
Send disks or lists 10 Andy Rock. 41 All! 
Vr-YN Avenue. Newport. Gwent or 
phone 406331 254145 after 6pm. Bye! 

• Amiga contacts wanted. Send lists or 
disks to Kan Kallio. Palovarliiantic 11 D 
42. 00750 Helsinki. Finland 100 per cent 
mega fast reply so don't lose your 
chance. 

t> Amiga contacts wanted to swop 
latest 100 per cent reply. Send lists and 
disks to Danny, 47 Bedford Street. 
Roath, Cardiff. CF2 30A. Or phone (0222 1 
493877 nowlll 



• Amiga contacts wanted to swop all 
the latest titles etc 100% reply. Send 
disks and lists to Grant Keates. 56B 
Amhurst Road. Bexhill-On Sea. East 
Suss*< TN40 1QW 

• Hi guys! All you cool Amiga owners 
out there got oil your bottoms and get 
writing to me Joe 90. , 90 Lam ben Road. 
Grimsby DN32 ONR. Got a cheap 1 meg 
drive! 

• Hi, Amiga contacts wanted to swop 
latest stuff. 100 per cent reply 
guaranteed, send disks/hats to: Craig 
Davidson, 40 Victoria Park Drive, Norih 
Glasgow G24 9NL Scotland Write Now! 
Tel: |041> 9S9 3291. 

WANTED 

• Megadnve games wanted Will pay 
around t!5 20 Send list to M.K., 7 
Montgomery Street. Birmingham BH 
lEN. Will also conside' swops. 

• Wanted Amiga contacts, send disks or 
lists to Marcus. 6 Churcher Close. 
Alverstock. Gospon. Hants P012 2SL 
Must be last and reliable Hi to 
Assassan. Zero and The Janitor 

• Wanted PC Engine, Soga, Nintendo 
games. Will pay C6 id £15 per game. 
Send your list, address and phone 
number to Graham Schofield. 15 Beech 
Road. Bedfont, Middlesex TW14 BAH. 

• Wanted PC Engine. Sega, Nintendo 
and games Will pay C10 lor Sega and 
Nintendo ones and up lo C15 fc PC 
Engine games Write to G Scholield. 15 
Beech Road. Bedlont, Middlesex TW14 
BAH Reply ASAP 

4) Wanted ST demo contacts. Sorry no 
beginners Call David (0632) 640330 

• Wanted Nintendo Gameboy. new or 
secondhand with or without games 
Good price please Phone (0992) 58372 
alter 4pm. Ask for Paul Whailey or write 
to 61 Brookside, Henford. Hens. S1 13 
7U 

• Wanted Soga games Will pay up to 
C10 per game Phone Mr. S. Aly on (01 1 
B71 9398 

• Wanted Bubble Bobble Mor the 
Amiga. Call Jenny Young on (0532) 
780376 or write to me at 28 Langdale 
Terrace, Leeds LS6 3DY. 

LONELY HEARTS 

• Sweet talking, sweeter looking lad (2D 
wants female (similar ige) with Amiga. 
100 per cent reply guaranteed Write to 
OHy, 226 Starkie Road, Tonge Moor, 
Ballon BLZZEL. 

MESSAGES AND EVENTS 

• Helpl Any ST modem users in my 
area, otherwise we are going to take out 
a mortgage for the phone calls Contact 
Darryl, 17 Millpond Street. Ross 
Herefordshire HR9 7AP. 

FANZINES 

• Sega Mode - bi-monthly newsletter' 
tannine dedicated lo the Sega. Contact 
Andrew Hudson, 6 Aberme'le Road, St 
Ives. CambsPE17 6UN Tel: (0480) 
64639. 

• Anyone interested in treating an 
Amiga user magaima please contact me 
as soon as possible So get scribbling to 
J.R. Solomon. 53 Nowfield Road. West 
Hagley. West Midlands DY9 OHY 

BIRTHS, DEATHS, 
MARRIAGES AND DIVORCE 

• Hoorayl Peter Morrison divorced his 
Amiga 500 and married an Atari' Sorry 
about your f« Yip yip yip! 

• Nawsflashl Jon Bon Jovi has divorced 
Dorothea (okay so he hasn't but I can 
dream, can't 17) Signed A. Bimbo. 

• Oivorced at last. Oprah Winfrey 
has divorced her horrible hubby 
She will be marrying me' Not 
true but I can dream, can t 17 RKL 
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TOTAL 
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(Zero/May) 



SEND TO: KEY SOFTWARE, 1 UPPER PARK ST., HOLYHEAD, GWYNEDD LL65 1 HA 



'The nit I iwimM 
ihow -1'ic evet 
done I wouH 
ad"i*e onybodf in 
ike indiuti y thai 
■Mi It the moM coil 
elfatrve cxlNbitie* 
to attend and we 
definitely Intend lo 
return kiI yew." 
Jt'remy Kihlll 
iiigitii 

lam national 



"An •■trimly bn*y 
and ivue»UI ihaw." 

< Mi iffifrr 
tiH'traJ 



"A very intieiilel 
diow lot n. We've 
abmdy booked out 
stand lor ihii yeaiS 
show and will be 
toning o bigg* 1 
tlood i" 0 pronnnt'cf 
poiihoo." 

Girt ii nAw 

\m\trml I w» 



" A very good show 
and o great morale 
booster. We did 
eilreioeiy well and 

ovr piodntti laid in 
drovej." 
tnil Cktpft 

H\< 



' Out deakm ot the 
show reported vefy 
good iah». We haw 
olreody boobed o*r 
itond (of this ftm ." 
lymme twi% 
GST Sollwarr 




"A great iui<eu Tbi 
show provided a 
lamm for cmtomeri 
lo buy diHerenl 
formal l una*' one 
roof and in vo Mag 
proved eilteiMry 
po polar." 
Roy Siokcr 
SMcm Sh-f 




" We were dunned 
ot the level am 




Toople who come « 
were definitely 

interested in bvying _ 
and 0 lei ol money 
thonged handi. We 
will definitely be « 
■htre thn .-o. 
UtUt ( mptll 
( nmpntft I \pf 




If Hrsl Computer Shopper Show iiuraclcd over 27,500 visitors in three days 
Over 3.000 people hud to be turned away on the last day due to totally overwhelming 
demand. And what led to this runaway success, at a time when most computer shows 
arc experience declining interest? Quite simply the Computer Shopper Show formula. 

A formula thai brings together the best bargains in computing and an audience with 
money ready to make buying decisions. An audience who knows exactly what it wants. 
From high specification PC clones lo 16 bit games machines. From colour monitors to 
the latest printers. From accountancy software lo flight simulators. A formula thai 
we've proved works like no other computer show. 

The second Computer Shopper Show moves lo a bigger venue, is open for four days 
and will be backed by an even larger visitor promotion budget. From 6th to 9th 
December 1990. at Wembley, we intend to break even more records. A record number 
of visitors and a record amount of money spent. Already more than the total floor area 
of the !989 show has been reserved by companies that include Amstrad. G.S.T. 
Software. Silica Shop. Tyncsofl and Mindscape. 

Simply send for our information pack and book your stand now at the runaway 
success event of the decade - The 1990 Computer Shopper Show. 



CONTACT 

Lymlu W illiams or Gail Bliniow 

The /VW C omp u t et Shopper Shim 

Klenhcim Database Exhibition UJ.Kuropa House, 

AlBbutQn Park, .tdlitif-ton. Macclesfield SKW 4\P 

Tel: 11625 Fax: 11625 H7W6I 
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FROM DEIPHIME WITH 10 



FULL PRICE GAM 
AND PLAYABLE 

DEMO! ▼ ▼ ▼ 



NO DISK? 
THIS COULD BE FOR ONE 
OF THREE REASONS: 

You're foreign. 
(Unfortunately we can't offer 
disks to overseas readers, 
you do save 100 pee!) 

It's being looked 
after by the newsagent. 

3 

Some nasty tealeafs ni<ked it 



